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PRICE! CHOICE! 


THESE HAVE MADE I 
ORDER SUPPLIER 


A DIVISION OF INTERACTIVE COMMERCIAL ENTERPRISES LTD 


/? 


FREE 

POSTER 



WITH EVERY 
ORDER FOR 
PLAYSTATION 
GAMES!! 



THE WORLD'S MOST POWERFUL 
CONSOLE AT BRITAIN'S Lq ||fgsT PRICE!! 

Cf I "m "a DO ALL PLAYSTATIONS COME WITH ONE 
St I M SONY PAD, A PLAYABLE DEMO CD 

^ W ~ ~ FEATURING 6 GAMES 

PRICES INCLUDE FRit 48hr DELIVERY TO MOST AREAS IN THE UK 

'SUBJECT TO STOCK 


UNBEATABLE SfaVICE GUARANTEE All machines bought from Gameplay are fully 
guaranteed by Sony and we offer full after sales support. Unlike some of our competitors, we 
only sell official UK consoles backed up by genuine British warranties. If your machine develops 
a fault within the guarantee period, we are the ONLY mail order company who will 

COLLECT IT FROM YOUR DOOR AND REPLACE IT FREE OF CHARGE!! 


PLAYSTATION & Memory Card & extra Saitek Pad .£142.99 

PLAYSTATION & Doom .£144.99 

PLAYSTATION & Tomb Raider or FIFA '97 .£153.99 

PLAYSTATION & Resident Evil .£153.99 

PLAYSTATION & Formula 1 or Tekken 2 .£158.99 

PLAYSTATION & Die Hard Trilogy & Gun .£176.99 

PLAYSTATION & Tomb Raid€r+Thunds?hawk+Wo«id Cup Got ...£181.99 
PLAYSTATION & Tomb Raider + Thunderhawk + World Cup 
Golf + RGB Scart + Saitek Pad .£199.99 


SAW EVEN MORE WHEN YOU BUY THE FOLLOWING 
AT THE SAME TIME AS A MEW SONY PLAYSTATION! 

Sony Memory Card.just £ 15.99 

8Mb Memory Card.just £ 24.99 

Cyclone or Saitek Pad.just £ 12.99 

Dust Cover....!.just£ 5.99 

Link-up Lead.just £ 8.99 

Mad Catz/Gamester Steering Wheel...just £ 57.99 

RGB Scart Cable.just£ 7.99 

Carry Case .i. just £ 3.99 


UK PLAYSTATION GAMES 



BUST A MOVE 2 ACTUA SOCCER 

2 Xtreme (ESPN Extreme Sports 2.£29.99 

3D Lemmings.£25.99 

4-4-2.£25.99 

Actua Golf '97.£32.99 

Actua Soccer Club Edition.£32.99 

Adidas Power Soccer '97.£34.99 

Air Combat.£17.99 

AIV Global Evolution.£37.99 

Alien Trilogy.£28.99 

SPECIAL OFFER - GET £3 OFF ALIEN TRILOGY 
WHEN BOUGHT WITH ANY OTHER GAME! 

Allstar Soccer.£34.99 

Alone in the Dark 2.£22.99 

Andretti Racing.£35.99 

Aquanauts Holiday.£36.99 

Area 51.£30.99 

Area 51 + Predator Light Gun.£50.99 

Atari Greatest Hits.£28.99 

Ayrton Senna's Kart Duel.£28.99 

Battle Stations.£35.99 

Batman Forever.£35.99 

Bedlam.£31.99 

Black Dawn.£30.99 

Blam! Machinehead.£27.99 

Blast Chamber.£22.99 

Blazing Dragons.£22.99 

Braindead 13.£32.99 

Breakpoint Tennis.£31.99 

Broken Helix.£36.99 

Broken Sword.£33.99 

Bubble Bobble & Rainbow Island.£24.99 

Bubble Bobble 2.£27.99 

Bubsy Bobcat 3D.£28.99 

Burning Road.£30.99 

SPECIAL OFFER - GET £3 OFF BURNING ROAD 
WHEN BOUGHT WITH ANY OTHER GAME! 

Bust A Move 2. £23.99 

Carnage Heart.£29.99 

Casper.£32.99 


Castlevania.£34.99 

Cheesy.£29.99 

Chronicles Of The Sword.£34.99 

City of the Lost Children.£34.99 

Command & Conquer.£33.99 

Cool Boarders.£33.99 

Contra.£35.99 

Crash Bandicoot.£37.99 

Crow: City of Angels.£36.99 

Crusader No Remorse.£35.99 

Crypt Killer.£36.99 

Cyberia.£32.99 

Dark Forces.£29.99 

Dark Stau<ers Revenge: Night Warriors.£25.99 

Darklight Conflict.£35.99 

Davis Cup Tennis.£29.99 

Deathdrome.£34.99 

Defcon 5.£27.99 

Descent.£17.99 

SPECIAL OFFER - GET £3 OFF DESCENT WHEN 
BOUGHT WITH ANY OTHER GAME! 




JONAH LOMU RUGBY PORSCHE CHALLENGE 

International Motocross. £35.99 

International Track & Field. £35.99 

Iron Man - XO.£36.99 

Iron & Blood .£21.99 

Jetrider. 

..£29.99 

Jonah Lomu Rugby. 

Jumping Flash 2 .. 

,.£34.99 

..£36.99 

Kileak The Blood. 

Killing Zone.. 

King of the Fighters. 

Kingsfield.. 

Konami Open Golf (Links). 

Legacy of Kain. 

..£24.99 

..£30.99 

..£29.99 

..£29.99 

..£36.99 

.£31.99 

Life Force Tenka.. 

Little Big Adventure. 

Loaded . 

Lomax in Lemmingund. 

..£37.99 

..£34.99 

..£33.99 

.£29.99 


REBEL ASSAULT 2 


mm 


MICRO MACHINES 3 


SOVIET STRIKE 


CRASH BANDICOOT DESTRUCTION DERBY 2 

Descent 2.£35.99 

Destruction Derby 2.£37.99 

Die Hard Trilogy.£34.99 

Die Hard Trilogy & Gun.£57.50 

Discworld 2. ELOWEST - CALL 

Disruptor.£29.99 

Doom. £24.99 

Dragonheart Fire & Steel.£35.99 

Earthworm Jim 2.£33.99 

Epidemic.£31.99 

Excalibur.£35.99 

Exhumed .£29.99. 

Extreme Pinball.£24.99 





BURNING ROAD 


EXCALIBUR 


DIE HARD TRILOGY 
& PREDATOR LIGHT 
GUN FOR JUST 
£ 57 . 50 ! 

Fade To Buck.£17.99 

Final Doom.£29.99 

FIFA '97.£34.99 

FIFA '96.£17.99 

Firo&Clawd.£22.99 

Formuu 1.£37.99 

Galaxian 3.£35.99 

Gex.£29.99 

Grid Run.£32.99 

Gunship 2000.£31.99 

Hardcore 4X4.£31.99 

Hexen.£28.99 

Hi Octane.£22.99 

Hyper Match Tour Tennis.£35.99 

Impact Racing.£27.99 

Incredible Hulk: Pantheon Saga.£29.99 

Independence Day.£34.99 

Int'l Superstar Soccer Deluxe.£27.99 


NANOTEK WARRIOR LIFE FORCE TENKA 

Lost Vikings 2. £33.99 

Magic the Gathering.£36.99 

Mech Warrior 2.£34.99 

Megaman X3.£35.99 

Micro Machines 3.£34.99 

Monster Trucks.£34.99 

Mortal Kombat Trilogy.£29.99 

Motor Toon Grand Prix 2.£34.99 

MTV's Slamscape.£27.99 

Myst.£33.99 

Namco Museum Volume 1 - includes Pacman, 
Pole Position, Gaiaga, Rally X, New Rally X, 

Toypop and Bosconian . £29.99 

Namco Museum Volume 2 

Another 6 cussic arcade games including 

Super Pacman and Xevious.£33.99 

Namco Museum Volume 3 - includes MS 

Pacman, Galaxian & Dig Dug.£29.99 

Namco Museum Volume 4.£29.99 

Namco Smash Tennis.£33.99 

Nanotek Warrior.£35.99 

NBA in the Zone 2.£34.99 

NBA Jam Extreme.£24.99 

NBA Live '97.£34.99 

Need For Speed 2.£35.99 

NFL Gameday.£35.99 

NFL Madden '97.£35.99 

NFL Quarterback Club '97.£29.99 

NHL Face-Off '97.£29.99 

NHL Hockey'97.£33.99 

NHL Open Ice.£33.99 

NHL Powerplay Hockey.£33.99 

Off World Interceptor.£24.99 


I f -f 


Olympic Games.£29.99 

On-Side Soccer.£29.99 

Overblood.£35.99 

Pandemonium.£33.99 

Perfect Weapon.£35.99 

PFA Soccer '97.£34.99 

PGA Golf '97.£34.99 

PGA Golf '96.£17.99 

Pitball.£24.99 

Puyer Manager.£33.99 

PO'ed.£23.99 

Porsche Challenge.£29.99 

Powermove Pro Wrestling.£27.99 

Powerserve Tennis.£29.99 

Primal Rage.£35.99 

Prime Gold.£35.99 

Project Overkill.£36.99 

Pro Pinball The Web.£27.99 

Psychic Force.£35.99 

Rage Racer.£29.99 

Raging Skies.£37.99 

Raiden Project.£32.99 

Rayman.£17.99 

Rebel Assault 2.£34.99 

Reloaded.£31.99 

Resident Evil.£33.99 

Return Fire.£34.99 

Ridge Racer.£17.99 

Ridge Racer Revolution.£36.99 

Riot.£34.99 

Rise 2 - The Resurrection.£36.99 



TOMB RAIDER TEST DRIVE: OFF ROAD 

Starwinder.£35.99 

Streetfighter Alpha 2.£33.99 

Street Racer.£22.99 

Striker '96.£17.99 

Suikoden.£35.99 

Super Puzzle Fighter 2.£27.99 

Supersonic Racer.£19.99 

Swagman.£34.99 

Syndicate Wars.£34.99 

Tekken.£17.99 

Tekken 2.£38.99 

Tempest X3.£27.99 

Ten Pin Alley.£29.99 

Test Drive: Off Road.£34.99 

Thunderhawk 2.£18.99 

SPECIAL OFFER - GET £3 OFF THUNDERHAWK 
2 WHEN BOUGHT WITH ANY OTHER GAME! 

Tilt.;.£28.99 

Time Commando.£34.99 

Titan Wars.£32.99 

Tobal No.l.£34.99 

Tomb Raider.£33.99 

Top Gun.£28.99 

Toshinden.£17.99 

Toshinden 2.£24.99 

Total NBA '97.£29.99 

Transport Tycoon.£33.99 

Trash It.£36.99 

True Pinball.£22.99 

Twisted Metal 2.£34.99 

Tunnel B1.£29.99 

Victory Boxing.£34.99 

Viewpoint.£18.99 

Virtual Golf. £29.99 

Virtual Open Tennis.£36.99 

VR Pool '97.£33.99 

Warcraft 2.£35.99 

Warhammer: Shadow of Horned Rat.£33.99 

Whizz.£29.99 

Williams Arcade Cussics: Includes Defender, 
Robotron, Joust, Stargate (Defender 2). 

Sinistar and Bubbles.£22.99 

Wing Commander 4.£35.99 

Wipeout.£17.99 

Wipeout 2097.£37.99 

World Cup Golf.£17.99 

Worms.£21.99 

WWF In Your House.£21.99 

X-2.£29.99 

X Com: Terror From The Deep.£28.99 


Int'l Superstar Soccer Pro.£34.99 MOTOR TOON GP2 



SOUL BLADE SENTIENT 

Road Rage.£34.99 

Road Rash.£17.99 

Robotron X.£32.99 

Sampras Extreme Tennis.£32.99 

Samurai Shodown '97.£34.99 

Sentient.£34.99 

Shadow Warrior.£37.99 

Shockwave Assault.£17.99 

Sim City 2000.£32.99 

Skeleton Warriors.£36.99 

Slam n Jam '96.£30.99 

Soul Bude (Soul Edge).£34.99 

Soviet Strike.£35.99 

Space Hulk V.O.T.B.A.£35.99 

Space Jam.£36.99 

Speedster.£34.99 

Spot Goes to Hollywood.£27.99 

Star Gudiator.£36.99 

Starfighter 3000.£32.99 



VICTORY BOXING 


LEGACY OF KAIN 

WE DO NOT CHARGE YOUR CREDIT CARD UNTIL YOUR ORDER IS DESPATCHED, SO YOU CAN RESERVE YOUR NEW RELEASES TODAY! 

Gameplay only supplies official UK products. All products guaranteed by Gameplay and Sony CEE or their respective manufacturers. Gameplay is an unofficial Playstation reseller and is Britain's largest mail order supplier of Playstation games. All rights reserved. All trademarks recognised. 
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QUALITY! SERVICE! 


1 BRITAIN'S LARGEST MAIL 
F PLAYSTATION GAMES! 


0113 234 0444 

SALES HOTLINES (7 days a week) 

0113 234 0999 

TECHNICAL SUPPORT (Men - Sat) 

0113 234 0666 

CUSTOMER SERVICES (Mon - Fri) 

email: GameplayllK@ael.com 


IOYPADS 


COMING SOON ON THE SONY PLAYSTATION 



SONY JOYPAD 
Still the highest 

QUALITY SPARE JOYPAD 
ON THE MARKET 

£20.99 


WILD THINGS ARCADIA 
ARCADE JOYSTICK 

8 BUTTONS INDIVIDUALLY 
PROGRAMMABLE. 

Turbo/auto-fire & slow 
motion. Chunky design 
£22.99 




PHASE 9 CYCLONE PAD 
Ergonomic Pad with 

TURBO-FIRE, AUTO-FIRE AND 

slow motion. Very 

RELIABLE AND EASY TO HOLD 

£13.99 


ASCII ARCADE JOYSTICK 
Arcade style fighter stick 

WITH INDEPENDENT 
ADJUSTABLE BUTTON SPEED 
CONTROL AND AUTO-TURBO 
WHICH FIRES UP TO 36 
PUNCHES PER SECOND! 

£44.99 




FIRE HYPER PAD 
An exact copy of 

THE OFFICIAL SONY 
PAD FOR ALMOST HALF 
THE price! Wide 
CHOICE OF COLOURS. 
£13.99 


SAITEK MEGAPAD 

8 ADJUSTABLE BUTTONS 

WITH Turbo-fire, Auto- 
fire & Slow Motion. 
Microswitched D-Pad. 
Our favourite pad! 
£13.99 





RELEASE LIST 


FOLLOWING IS A LIST OF PROVISIONAL 
RELEASE DATES FOR FORTHCOMING RELEASES. 
PLEASE REMEMBER THESE ARE INTENDED AS A 1 
GUIDE ONLY AND WE CANNOT BE HELD 
RESPONSIBLE FOR ANY CHANGES OR DELAYS. 

Actua Golf '97.early MAY 

Actua Soccer Club Edition.early MAY 

Allstar Soccer.24th MAY 

Atari Greatest Hits.15th MAY 

Bubble Bobble 2.MAY 

Castlevania.MAY/JUNE 

Caesars World of Gambling.early MAY 

Conquest Earth.JULY/AUGUST 

Dark Forces.early MAY 

Darklight Conflict.13th JUNE 

Deathtrap Dungeon.SEPTEMBER 

Descent 2.early MAY 

Independance Day.6th JUNE 

Int'l Superstar Soccer Pro.mid MAY 

Killing Time. L. .15th MAY 

Lethal Enforcers 1 & 2.mid MAY 

Machine Hunter.....*...20th JUNE 

Magic the Gathering.15th MAY 

Megaman X3........„.22nd MAY 

Need For Speed 2. 9th MAY 

NHL Open Ice...7^M .15th MAY 

NHL Powerplay.15th MAY 

Overblood...23rd MAY 

Perfect Weapon . v .|.30 th MAY 

Psychic Force..15th MAY 

Rebel Assault 2 early MAY 

Sentient..MAY 

Soul Blade. / .X..early MAY 

Swagman..„....X.20th JUNE 



.4th JULY 

r . yfL. .23rd MAY 

IEMIES Within.mid MAY 

.JUNE 

.15th MAY 

,20th MAY 


Warcraft 2 .4th JULY 

War Gods. APRIL/MAY 

Wing Commander 4 .13th JUNE 

Wing Over.8th MAY 


Rally Cross due June 


Transport Tycoon due June 


Tokyo Highway Battle due July 


DukeNukem 3D due August 


SONY MOUSE 
Ideal for games 
which use a cursor, 
e.g. Sim City, Theme 
Park, Discworld, 
Broken Sword 
£22.99 



SONY MULTI-TAP 
Allows up to 8 

PEOPLE TO PLAY AT 
ONCE ON GAMES WHICH 
ARE COMPATIBLE (PADS 
NOT INCLUDED) 

£27.99 


FIRE INFRA-RED 
JOYPAD SYSTEM 
Complete with 8 

BUTTON JOYPADS AND A 
receiver. Each joypad 
HAS TURBO-FIRE AND 
SLOW MOTION FEATURES. 
SUPERB VALUE FOR 

money! 

£27.99 

ASCII Specialised Joypad .£23.99 

Sony Joypad .£19.99 

Fire Hyper joypad - available in white, blue, 

RED OR GREEN. £13.99 

Fire Infra-red Joypads.£27.99 

Flight Force Pro Analogue Joystick & 

Throttle.£39.99 

Innovations Joypad.£6.99 

Joypad extender cable.£8.99 

Phase 9 Cyclone Pad.£14 99 

Saitek Megapad XII.£13.99 

VRF1 Arcade Steering Wheel .£39.99 

Wild Things Arcadia Arcade Joystick ...£22.99 




OTHER accessories 


Nintendo VIRTUAL BOY 

£ 44*99 

VIRTUAL BOY games £14.99 

Mario Clash, Panic Bomber, Virtual Boy 
Golf, Galactic Pinball, Red Alarm, 
Teleroboxer, Vertical Force & Wario Land 


OFFICIAL SONY 1MB 
MEMORY CARD 
Save up to 15 high 
scores, lap times and 

GAME POSITIONS 

£17.99 



DATEL 120 SLOT 
MEMORY CARD (8MB) 
Eight times bigger than 

THE OFFICIAL SONY 
MEMORY CARD FOR LESS 
THAN DOUBLE THE PRICE!! 

Excellent Value! 
£26.99 


U 



PREDATOR LIGHT GUN 
Compatible with Die 
Hard Trilogy, Horned 
Owl and any future 

LIGHT GUN GAMES. ALSO 

works with Sega Saturn 
£22.99 


VRF1 STEERING WHEEL 
True analogue wheel 

WITH PROGRAMMABLE 
BUTTONS FOR THE ULTIMATE 
DRIVING SIMULATION 

£39.99 


DATEL 360 SLOT 
MEMORY CARD (24MB) 
This enormous memory 

CARD IS ONLY fOR THE 
TRULY obsessed! The LED 
DISPLAY SHOWS WHICH OF 
THE 24 PAGES YOU ARE ON 

£36.99 


RGB SCART CABLE 
Improves sound and 

PICTURE QUALITY. ALSO 
FREES THE AV PORT SO 
THE PSX CAN BE 
CONNECTED TO A Hl-Fl 

£8.99 






GAMESTER/MAD CATZ 
PSX STEERING WHEEL 

COMES COMPLETE WITH WORKING 
GEARSTICK AND FOOT PEDALS AND 
SUCKERS TO MOUNT ONTO A TABLE 

or floor. Suitable for use with 

ALMOST ALL DRIVING AND FLIGHT 

games, eg Wipeout 2097, Need 
for Speed, Ridge Racer Rev’n, 
Destruction Derby 2, 
Hardcore 4X4, Burning Road... 

£59.99 SM€ttl 



Games 


LINK-UP CABLE 
Allows 2 PSX 

CONSOLES TO BE 
JOINED FOR LINK 
GAMES 

£9.99 


GAME KILLER CHEATS 
Contains programmed 

CHEATS FOR 1 7 POPULAR 
GAMES INCLUDING FI, 

Tekken 2, Wipeout 
2097, Resident Evil, 
Crash Bandicoot, etc 

£22.99 

Datel Disk Drive. £54 99 

Dust Cover.£799 

Konami Hyperbuster Gun.!£23!99 

Memtech Memory Cards - Avaiuble in Clear see- 

through, Red, Green or Blue.£15.99 

RGB Scart Cable. £8.99 

Speaker Cable - allows speakers to be connected to 
YOUR PSX WHEN USED WITH AN RGB SCART CABLE .£4.99 

Link-up Cable.£9.99 

Repucement RF Lead - also comes with an adaptor 
to allow you to connect your PSX TO a Hi-Fi£1 5.99 

Datel Action Replay Pro 

CONTAINS 100s OF BUILT-IN 
CHEATS FOR ALL PSX GAMES 
TO REALLY LET YOU GET THE 
BEST FROM YOUR GAMES. YOU 
CAN ADD MORE CHEATS (FOR 
FREE!) AS NEW GAMES ARE 
RELEASED .£44.99 


PLEASE RING TO CONFIRM AVAILABILITY BEFORE ORDERING AS SOME SPECIAL OFFERS ARE LIMITED STOCK & 
SOME GAMES MAY NOT HAVE BEEN RELEASED AT TIME OF PUBLICATION 




SATURDAY 10am - 7pm 
SUNDAY 1 0am - 4pm 

0 MO QUIBBLE EXCHANGE POLICY 

IF YOU ARE UNHAPPY WITH YOUR 
PURCHASE FOR ANY REASON, 
SIMPLY RETURN THE ITEM IN 
PERFECT CONDITION WITHIN 48 
HOURS OF RECEIPT BY RECORDED 
DELIVERY AND SUBJECT TO A FEE 
(10% OR MINIMUM £4), WE WILL 
^WAP'T FOR ANOTHER ITEM.(THIS 
OFFER APPLIES ONLY TO ITEMS 
LISTED IN OUR MOST CURRENT 
ADVERTS WE RESERVE THE RIGHT 
TO REFUSE EXCHANGE IF THE ITEM 

0 ORDER BY CREDIT CARD, CHEQUE, 
POSTAL ORDERS OR CA^H (PLEASE 
SEND CASH BY REGISTERED POST 
FOR YOUR OWN PROTECTION) 
SORRY, NO CASH ON DELIVERY. 

•YOUR STATUTORY RIGHTS ARE NOT AFFECTED 


0 


0 

0 


oRf O^THE^R^ST^SU ^nStHE 

1ST CLASS DELIVERY FREE OF 
CHARGE TO U.K. MAINLAND. WE 
PROVIDE THE FASTEST DELIVERY 
SERVICE AROUND: 1-3 WORKING 
DAYS MAX ON STOCK ITEMS. (PLEASE 
ALLOW 8 DAYS FOR CLEARANCE IF 
SENDING A CHEQUE). NEXT DAY 
DELIVERY FROM £4. ORDERS PLACED 
BEFORE 3PM ARE SENT THE SAME 
DAY (SUBJECT TO STOCK). 

V OOO'S OF TITLES AVAILABLE . 

WE ALSO STOCK GAMES& 
ACCESSORIES FOR SEGA SATURN 
& OTHER CONSOLES AND CD ROM 

9^ R i^PANIES MAY TAKE 
YOUR MONEY IMMEDIATELY BUT 
WITH GAMEPLAY YOU WILL BE 

?f B D ^W 0u * 0 * Dl * 



Gameplayhas just started stocking 
pre-owned games in addition to our 
new games and we intend to ensure 
that these are the best quality you 
can find anywhere. 

✓ All games must pass a 10 part 
examination before,being resold to 

. ensure, nearly-new quality. 

All 2nd hand games are 
guaranteed for 3 months. 

✓ Extremely competitive prices 
for buying and selling. 

This is how you can sell us a game: 

1. Your game must be in nearly new 
condition. We cannot accept anything 
with torn or stained manuals or damaged 
boxes and you must clean the CD before 
sending it to us. Remember that ail 
names are tested when we receive them. 
If your game doesn't work, we will not 
buy it and you will have to pay a £4.00 
charge to get it back. 

2 . You must ring us before sending 
your game in as prices for 2nd hand 
games can change quite regularly. You 
will be given an authorisation number 
which will be valid for three days. 

3. You will receive a credit for the 
agreed amount which you may use 
against other games, either new or used. 

If you would like to buy a 2nd hand 
game, simply ring sales for the current 
price. If your choice is not in stock, you 
may book a copy and it will be sent as 
soon as one becomes available. 
Remember, we do not charge your card 
until your game is sent! 

ALL PRICES LISTED IN THIS 
ADVERT ARE FOR NEW GAMES 
ONLY - PLEASE RING IF YOU 
WOULD LIKE 2ND HAND PRICES. 


Sx Cut out this order form and post to: 

GAMEPLAY, IMT 3 TAVERNERS WALK, 
NORTH STREET, L£ED$, LS71 AH 


Item description 


NamE: . Customer No: . 

Address:. 


Postcode:. 
Tel:. 


Price 


P&P 


QiriMATi me- Postage is FMI for oil games shipped within the U.K 

. .oiuinmi ukc . Optionol NEXT DAY DELIVERY available: £4.00 tar 1st 

item plus £1.00 for each subsequent item 

.. FAX:. Overseas postage - £2.50 per softwore item | QTAL 


CashQ Cheque □ Postal Order □ CardD g| (JBJ j^j jl| 
Caro No. □□□□□□□□□□□□□□□□□□ Expiry Date 


Cheques payable to ‘Gameplay’. 

Prices correct at time of going to press E & OE. 


|_- INU - UUUUUUUUUUUUUUUUULJ Expiry Date Issue No. □□ KBB1 

■ ■CT i ■■■ mmm w ^ m ^ mm m ^ m _ _ SWITCH ONLY - - ■•■Mil 
























































































































































































PlayStation 


DO NUI 

UNDERESTIMATE 
THE POWER 
OF PLAYSTATION 


J>, and-PlayStation- are trademarks of Son, Computer Entertainment Inc. Developed b, Son, Interactive Studies America. © 1997 Sen, Computer Entertainment America Inc. All Rights Reserved. Published b, Sen, Computer Entertainment Europe. 
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RACE RACER 


What s it like working in a video 
games st9re: Dream job or big job 
that won t flush? 

It seems like the ideal job. Working in a shop which sells all the 
latest in video game technology. Surely, as a member of this 
elite crew, you will be privy to the new releases first, and all 
the free games you could possibly carry! Wrong. We sent 
Andrew Holmes to work at HMV's Level One department in 
London's busy Oxford Street. And just for a laugh, we timed it 
so that his visit coincided with Soul Edge's release. Just to 
make sure he was busy you understand. Any preconceptions of 
an easy life were soon dispelled as he was thrown into the 
shop's deep end - complete with mop and bucket. 
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With Final Fantasy VII now confirmed for a 
November release, the race to create a wor¬ 
thy alternative is under way. PlayStation Plus 
celebrates this rebirth of the adventure 
genre, as we pool togeth- . 
er all the latest RPG and adventure 
releases into one section, and delve into 
the past and future of a genre which has 
seen more developments than a fort¬ 
night's worth of Eastenders episodes. 


The “definitive guide to ITamco’s 
incredible racing game. 

Rage Racer is quite easily the best arcade racer for the 
PlayStation. By way of a tribute for this stunning addition to 
Namco's Racer family, we have compiled the definitive guide. 
In addition to maps of the game's four courses, we also pre¬ 
sent a wealth of time-saving tricks and short cuts, guaranteed 
to give you lap-times to make your mates go green with envy. 


Next 

Issue: 114 

AT LONG LAST 
WE CAN 
HONESTLY SAY 

Time Crisis 

WILL FEATURE 
IN THE NEXT 

issue. Yes, 

REALLY. 
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The NEXT FEW j 
MONTHS ARE 
GOING TO BE 
EXCITING TIMES ■ 
FOR 

PlayStation ; 
owners. Time ; 
Crisis, Final 
FANTASY VII j 
AND A WEALTH 
OFHOTNEW 
GAMES ARE ON ; 
THE HORIZON. 

AS SUCH, IT \ 
SEEMED LOGI¬ 
CAL TO COM¬ 
PILE THE : 
CREAM OF THE 
CROP ON THE I 
VIDEO ADORN- \ 
INC THE COVER ; 
OF THIS ISSUE. 
NOW YOU CAN 
START FORM- \ 
INC YOUR OWN ; 
OPINIONS OF \ 
THE GAMES 
SOFTWARE \ 
HOUSES ARE \ 
HOPING YOU'LL 
BE BUYING. \ 
For many of i 

YOU IT WILL BE \ 
THE FIRST \ 
CHANCE YOU'LL \ 
HAVE HAD TO 
SEE THE LIKES 

of Time i 
Crisis, Wild : 
gsA/voMDK, 

AND THE VIDEO ; 
IS A BRILLIANT \ 
SHOWCASE OF \ 
THE NEXT WAVE 
OF SOFTWARE, j 

E«/OY. j 
SlWE 
Merrett , j 
Editor. 


Previously entitled 

Condemned, Forsaken is an 
original project developed by 
Probe. In the distant future. 
Earth has been stripped of its 
ore and mineral resources by 
countless corporations, and 
as such has been deserted by 
its populace. As the human 
species colonise other 
worlds, the intergalactic 
government stamp a 
'Condemned" bill on the once 
green planet, with the inten¬ 
tion of blowing it up. 
However, as the government 
workforce prepares to rig up 
the huge explosives needed 
to detonate the planet, thrill¬ 
seeking "Space Bikers" have 
decided the hollowed Earth 
will make a great base for 
their dangerous pastimes. 

These bikers frequent dis¬ 
used planets and use their 
caverns for bizarre sports. In 
a free-for-all fight to the 
death, the bikers use the 
labyrinthine caverns within 
such planets as arenas for a 
bizarre "hunt and kill" game. 
Forsaken offers the player 
the chance to take part in 
one such game. Initially 
resembling Interplay's 
Descent , Forsaken is a fast- 
paced shoot "em up requiring 
quick reflexes on the players 
part. The caverns are all 
viewed in 3D and scroll 
smoothly as the assorted 
bikes whizz along the cav¬ 
erns. The fully 3D play area is 
intricately designed to allow 
for niches to hide in, long 
corridors for chases and even 
hollowed-out bowls for huge 
all-against-all fights. 
Similarly, in keeping with the 
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Forsaken 



destructive aim of the game, 
stack loads of meaty weapons 
! and power-ups conveniently 
; dot the play area. Forsaken is 
j leading on the PC, but Probe 
: has now started to work on 


the optimised PlayStation 
version. Incredibly the multi¬ 
player aspect of the PC game 
is set to allow up to four 
players to compete, and 
Probe is even planning to 


look into the possibility of 
more players. Quite how this 
will be done is unknown. 
Acclaim is releasing Forsaken , 
but as of yet a release date 
hasn't been set. 




RAEIRACIR 

Namco's mind-blowing road 
burner is out at long last. And 
it's cool! Without a doubt the 
best racer on the PlayStation, 
earning a justified 93% in this 
month's issue. 



RAllY CRASS 

Sony's off-road racer lacks 
the speed of Rage Racer, but 
if you fancy a bit of bump and 
grind then look no further. 
Rally Cross scored 83%, and is 
reviewed on page 72. 




















Batman 


and Robin 



Acclaim has the rights to 
publish a video game conver¬ 
sion of the new Batman 
movie. Batman & Robin. After 
the atrocity of Batman 
Forever: The Arcade Came , 
Acclaim has high hopes for 
this tie-in. It will be an all- 
new game rather than an 
arcade conversion, with 
development team Probe 
responsible for bringing the 
Dark Knight and the Boy 
Wonder to the PlayStation 
for the second time. 

Batman & Robin 
will utilise a 3D 
engine that's 
capable of 
loading data 
while the 
game is actu¬ 
ally playing 
thus cutting 
down on 
loading times 
and making ^ 
the game flow 
more smoothly. 

It's primarily a 


viewed from above and 
behind the character, with 
countless enemies charging 
into the fray. The player has 
countless attacks to fight off 
the attack hordes, with spe¬ 
cial moves unique to each 
character. There are also 
puzzles to solve and driving 
stages in which the Batmobile 
can be pushed to the limits. 

Batman & Robin will debut 
at the E3 video game show 
this June. It will therefore 


fighting game with the 
player assuming the 
of Batsy himself, 
Robin or new face 
BatGirl. The action is 




feature in next month's full 
report on the software indus¬ 
try's most important event, 
when PlayStation Plus will 
have ther chance to actually 
play the game. Tune in then 
for more details. 


The Lost World: Jurassic Park 


After much bidding 
Electronic Arts has finally 
snapped up the rights to 
Steven Spielberg's monster 
blockbuster. The Lost World: 
Jurassic Park. The game is 
being coded in by 
Dreamworks Interactive and 
will be based loosely on the 
movie plot. On Isla Sorna, 
site B of the Jurassic Park 
experiment, 20 species of 
dinosaurs have been left to 
starve, and therefore go on 
the rampage, when unwary 
visitors arrive on the island. 

As big game hunter kitted out 


with a flamethrower and 
grenade, the player must 
explore the island, knocking 
out the prehistoric threat. 

Alternatively gamers can 
play as one of three 
dinosaurs, experiencing the 
game through their perspec¬ 
tive. As a tiny Compy they 
must avoid the larger preda¬ 
tor using their speed, while 
the Raptors must outwit the 
human threat using startling 
aerial attacks. Players can 
also control the formidable 
Tyrannosaurus Rex, a lumber¬ 
ing beast that can tear 


through pretty much any¬ 
thing with its razor sharp 
teeth. There's also another 
character to play as, but 
Electronic Arts has not yet 
announced what it will be. 

The Lost World: Jurassic 



Park will not be ready to tie- 
in with the film's summer 
release, and an Autumn 
release is expected. 



mmn 

Swagman is the geezer 
responsible for nightmares, 
although Core Design arcade 
adventure is more of a dream. 
Reviewed in PlayStation Plus 
Issue 21, it scored 85%. 



TOKYO HIGHWAY BATTU 

THQ's street racer is initially 
fun but the gaping holes in 
gameplay soon shine 
through. Pale in comparison 
to Rage Racer, it only mus¬ 
tered 77% in Issue 21. 



VIOTOAl POOl 

Virtual Pool is on the shelves 
after months of delays. It was 
worth the wait though, scor¬ 
ing 85% in issue 18, and is a 
smoke-free alternative to 
going down the local boozer. 



MR SHARK 

Gag for air as GT's blaster 
dives deep into vast oceans 
plagued with nasties. 
Unfortunately it's not quite 
as good as it sounds, scor¬ 
ing just 72% in Issue 21. 































Actua 
Soccer 2's 
True 3D 
engine is 

INCREDIBLE, 
ALLOWING FOR 
AN ASTONISH¬ 
ING LEVEL OF 
DETAIL. 

Players like 
Eric Cantona 

ARE INSTANTLY 
RECOGNISABLE 
FROM TEX¬ 
TURE-MAPPED 
FACES. 



A ctua soccer 2 





Gremlin hopes to win back 

the PlayStation soccer crown 
with the release of its all new 
footie sequel, Actua Soccer 2. 
It's an all new game rather 
than straightforward season 
update and the first game to 
utilise Gremlin's state of the 
art True 3D engine. The tech¬ 
nology will enable Gremlin to 
deliver the most detailed 
football game ever to hit the 
PlayStation. Player models 
have been totally revamped 
and improved, with recognis¬ 
able features textured onto 
the basic polygon player and 
then brought to life using 
motion captured animation. 
Soccer stars like Eric Cantona 
and Ian Wright will be 


instantly recognisable, 
although you'll to look a little 
harder to find the shaven 
head of Julian Dicks. 

All 92 English clubs will 
feature in the game. The 
player line-ups will be up to 
date, taking into account any 
transfers up until the start of 
the next season. 

Additionally every single 
premier league stadium has 



been faithfully recreated and 
is now affected by weather 
conditions such as snow and 
rain. Night-time matches are 
also available, with the 
appropriate floodlight con¬ 
figurations applying depend¬ 
ing on which stadium you're 
playing in! 

Gremlin has also developed 
a new sound system. Ambient 
Realism allows for unparal¬ 
leled context sensitive sound 
effects, from the roar of the 
crowd when the ball flies in 
the net, to the commentator 
getting more excited as the 
attacking side pushes nearer 
to goal. 

Gremlin is pretty confident 
of an October release. 


Kick Off ’97 

Having established itself 

with a long line of Sim 
games. Maxis enters the 
PlayStation football league 
with Kick Off '97. The game 
is being converted from the 
PC by Anco, but will feature 
a number of features 
unique to the PlayStation 
version. Colours will be 
more vibrant and the stadi¬ 
um will be, urn, 'perspec¬ 
tive 'rendered', while the 
refined game mechanics of 
the original will be 
retained. Anco, which was 
previously responsible for 
Kick and Player Manager, 
has opted for slick game- 
play rather than over-the- 
top presentation, although 
Ian Wright, David Seaman 
and Patrick Viera were on 
hand to supply the motion 
capture. 

Kick Off '97 will feature a 
wide selection of interna¬ 
tional teams as well as the 
Premier league clubs and 
sides from the European 
championships and leagues. 
There's also the option to 
create a custom league, so 
Kick Off '97 is well 
endowed in terms of 
options. As for gameplay, 
PlayStation will reserve 
judgement until the game is 
released in September. 





Activision's futuristic 

rollerblading sport has 
been binned, after 
almost a year in develop¬ 
ment. The game, which 
was originally unveiled in 
PlayStation Plus Issue 5, 
was eventually written 
off for reasons which 
Activision is unwill¬ 
ing to disclose. 
Maybe it was 
because it was rub¬ 
bish? Who knows... 




Crash Bandicoot 2 


Sony has shown off the first 
footage of Crash Bandicoot 2, 
the sequel to the warmly 
received 3D platformer. 
Although the game isn't 
scheduled for release until 
Christmas it's looking surpris¬ 
ingly complete. Initial 
impressions are that Crash 
Bandicoot 2 is essentially an 
extension of the first game, 
with little difference 
between the two in terms of 
style. Crash therefore runs in 
and out of the screen and to 
either side, bumping off ene¬ 
mies and leaping over 
chasms. Graphically it's been 


tidied up with Crash now 
boasting more frames of 
animation, and also a rocket 
pack which he uses to fly 
along one of the new stages. 

Exact plot details have yet 
to be confirmed, and it is still 
unknown how many levels 
the game will feature. 
However, developer Naughty 
Dog will be showing more of 
its sequel at this month's E3 
show so expect a full report 
next issue. 






























NFL Quarterback Club ’98 





Recognise 

THESE UGLY 
MUGS? 

Probably 

NOT, UNLESS 
YOU LIKE 
WATCHING 30 
GROWN MEN 
BEATING THE 
CRAP OUT OF 
EACH OTHER. 




Acclaim's American football 
series shifts up a gear with 
the bone-shattering grid iron 
action of NFL Quarterback 
Club '98. Endorsed by Brett 
Favre, two time winner of the 
NFL's most valuable player 
award, NFL Quarterback Club 
'98 sets a new standard for 
American football games. 

This is because it incorpo¬ 
rates all 30 NFL teams and 
1,500 individual players, the 
statistics of which will be 
completely up to date. 



The game will boast 
detailed polygon graphics 
and play-by-play commen¬ 
tary. NFL Quarterback Club 
'98 is not just a visual tour de 
force though as the slick 
presentation is backed by 
in-depth gameplay. 

There's the opportunity to 
create custom teams by 
drafting in and trading off 
players from the lengthy ros¬ 
ter, plus comprehensive team 
statistics that cover every 
running back, linesman and 
wide receiver in the NFL. The 
play book is also extensive 
and includes custom moves 
designed by game endorser 
Brett Favre. 

All being well. Acclaim is 
hoping the release of the 
game will tie in with the start 
of the American football sea¬ 
son in August. 




* 

NHL Breakaway ’98 


Acclaim's sports range 

widens even further with 
NHL Breakaway '98, an ice 
hockey game that's due to 
puck off in August. Billed as 
being the most realistic 
hockey simulation ever, 

NHL Breakaway '98 is visual 
beast with incredible high 
resolution graphics. 
Naturally they take advan¬ 
tage of Acclaim's motion 
capture system to give 
super-smooth animation. 
But the feeling of realism is 
taken even further by the 
refined checking system, 
the tackling system that 
takes into account player 
weights and speeds as the 
teams skate around the ice. 

Game mechanics have 
been carefully honed to 
ensure optimum playability. 


Icon passing is extremely 
accurate and allows for 
diverse play. Refined artificial 
intelligence also means com¬ 
puter controlled players 
aren't entirely predictable 
and often prove invaluable 
during the build up to a goal. 

The Al even stretches to 
trading because the comput¬ 
er controlled sides buy in the 
right players needed to 
strengthen the team's weak¬ 
nesses. The player roster is 
extensive with over 600 
NHLPA stars so there are 
plenty of recognisable names 
to buy in. Alternatively 
there's the option to create 
new players, complete with 
their name printed on the 
back of their shirt! Cue much 
laughter when Buddy Anus 
skates out onto the ice then. 



Electronic Arts extends its 
topical Strike series with the 
apocalyptic fifth instalment 
which is titled Nuclear Strike. 
The game is once again cen¬ 
tred around the StrikeNet 
anti-terrorist group, whose 
objective this time around is 
to prevent the megalomania- 
cal plans of notorious villain 
Henri LeMonde. LeMonde 
has stolen a tactical nuclear 
bomb, which which will dev¬ 
astate North Korea unless its 
launch is stopped. 

Skimming low over the 
enhanced photorealistic 
scenery, key enemy installa¬ 
tions must be knocked out in 

Nuclear 



turn, to gradually cripple 
LeMonde's chances of kick- 
starting another World War. 
There are six combat vehicles 
at Strike's disposal, from 
three helicopters to a Harrier 
jet, an Abrams tank and an 
airboat kitted out with 
machine guns and missiles. 

Criticisms aimed at Soviet 
Strike have also been ironed 
out for the sequel. Scrolling 


is faster and smoother, even 
though the terrain is visually 
more complex and even 
includes diverse weather con¬ 
ditions. Artificial intelligence 
has also been boosted to 
make the game world more 
like a living environment. 

A firm release date has yet 
to be confirmed, but rest 
assured the war will begin 
before the end of the year. 


Madman 

Henri 

LeMonde has 

NICKED A NUKE 
AND PLANS TO 
BLOW UP THE 

world. Your 
job? Kill the 

GIT. 
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NEWS 





Earthworm Jim 3 D is 
currently being developed by 
VIS Interactive, not Shiny 
Entertainment as reported in 
last month's issue. The game 
will still be published by 
Interplay with a provisional 
release date of January 1998. 

Unlike previous Earthworm 
Jim outings, this sequel isn't 
a side-scrolling platformer. 
Instead it will be set in a true 
3D environment, giving the 
worm a level of freedom pre¬ 
viously unseen in the series. 

Incorporating Voxel graph¬ 
ic technique to create a world 
that moves quickly and 


smoothly, the levels are actu¬ 
ally based inside Jim's bonce 
- the wriggly one has taken a 
nasty knock to the head and 
must fight off his inner 
demons to gain back his sani¬ 
ty. Old faces like Psycrow 
and Bob the Goldfish return 
for the adventure, joined by 
new nasties like the mental 
Uzi-ed up rabbit Rabid and 
the Disco Zombies. 

Humour obviously is a 
strong feature of the game, 
but lurking beneath the light¬ 
hearted shell is a game 
crammed with wicked ene¬ 
mies and even nastier puz¬ 
zles. Earthworm Jim 3D is no 
thought-free brainless cos¬ 
metic stunna then, and play¬ 
ers will need great skill and 
stamina to keep this worm 
going through the night. 


The Big Fight 

Round 4 


to 



It's not looking good for the Saturn. During 
the week of the Nintendo 64 price cut sales 
were at an all-time low, with PlayStation 
and N64s shifting approximately 15,000 
units each while Sega's machine didn't 
reach the thousand mark. As a result chain 
store Currys has cut the price to £100 for 
the machine without any games, but it's too 
little too late. Sega does have a backup 
plan though, in the form of a 64bit machine 
which is currently in develop¬ 
ment. If Sony follow suit 
hear it here first. 


Actua Ice Hockey 



Gremlin's Actua sports 
ranges expands with the 
imminent release of the obvi¬ 
ously titled Actua Ice Hockey. 
It's another game to use the 
True 3D engine and the first 
to boast full motion capture. 
British play-off champions 
the Sheffield Steelers were 
drafted in for the motion- 
capture, and also provided 
useful technical details that 
will make Actua Ice Hockey 
the most accurate sim of 
its kind. 

The ten camera motion 
capture system, which is the 
only one in Europe, has most 
reflective points which allows 
for detailed capture, so the 
players and referees move 
realistically. Commentary will 
also be as close to the real 
thing as possible, especially 
with the Ambient Realism 
sound system seamlessly 
blending crowd cheers and 
background noise. 

Actua Ice Hockey is still 
some way from release. In 
fact it won't see the light of 
day until the Autumn. Bah. 
























REC0ML1ENEE 


Hercules 




Muscle- 
bound MEAT- 
HEAD GETS THE 
DSINEY TREAT¬ 
MENT IN THIS 
3 D PLAT¬ 
FORMER. The 
GAME WAS 
DEVELOPED IN 
CONJUNCTION 
WITH THE 
MOVIEAND 
FEATURES 
MANYFLIM 
CLIPS 

THROUGHOUT. 


Disney is hoping to recreate 
its silver screen success when 
it turns its attention towards 
the PlayStation for the 
release of it latest block¬ 
buster, Hercules. The game, 
which will be released simul¬ 
taneously with the film in 
November, is a scrolling plat¬ 
former that incorporates the 
revolutionary Z-Axis system. 
This gives the game a distinct 
Disney feature film quality, as 
Here runs through a variety of 
visually dramatic realms. 

The gameplay borrows 
elements from both 
Pandemonium! and 
Crash Bandicoot , the 
levels moving both 
to the side and in 
and out of the 
screen. Gameplay 
style changes for 
the boss screens 
in which Hercules 
faces a number of 
different mythi¬ 
cal beasts. The 
hydra, for example, 
is a huge lizard-like 
beasts which Here 
must run around, 
chopping off each 
of its seven 


heads. Each time a head is 
severed, another grows back 
in its place. 

As the game was designed 
in unison with the production 
of the film, a number of ele¬ 
ments have crossed over from 
its celluloid counterpart. Two 
songs from the movie will 
feature, as well as countless 
films clips and the vocal tal¬ 
ents of the original 
voice actors. 
Each frame of 
mation was 
hand drawn too, so 
he PlayStation 
incarnation of 
Hercules will 
look every bit 
as muscle- 
bound as 
his 

movie 
brother. 


PlayStation Tops 1 Million 

Sales of the PlayStation 
have just reached the 1 mil¬ 
lion mark, PlayStation Plus 
can reveal. This puts Sony on 
track for reaching the target 
of 1.6 million units sold by 
the end of the year. The 
PlayStation now has an 80% 
share of the UK market and is 
outselling its competitors by 
as much as 10 to 1. 

To mark the unparalleled 
success of the machine, Sony 
is sponsoring the UEFA 
Champions League with a 
deal worth in excess of £10 
million. The three year spon¬ 
sorship begins in September 
and will open up new avenues 
for Sony as the television 
coverage is watched by an 
estimated 3.6 billion viewers 
around the globe. 




Games Challenge 


Blockbuster is holding a 
PlayStation games tourna¬ 
ment this summer, with a 
grand prize of a trip for two 
to San Francisco. Entrants 
must sign up in their local 
Blockbuster store before 
21 July, to compete in heats 
on Rage Racer. Each of the 
heats will take place at 
the 150 Blockbuster super¬ 
stores around the country 
and the winners will be 
entered into the final on 
27 August, at the Sports 
Cafe, London. For more 
details call 0345 413561. 



SBBLBlABt 

Namco establishes itself 
once more as the king of 
the beat 'em up. Proving 
that it's more than just 
Tekken with weapons. 
Soul Blade combines 
jaw-dropping graphics 
with intense gameplay. 
Orgasmic. 



BMBACtB 

It's really fast, it's cram- 
packed with big flashy 
cars and there are a few 
scantily clad girls to eye 
up. In theory Namco's 
Rage Racer has all the 
elements of a perfect 
game. In practice it's 
even better. Go get it. 



FADFTO BLACK 

Electronic Arts' classic 
space-age adventure is 
given the Platinum treat¬ 
ment. It may look dated 
compared to Tomb Raider 
but if you want a chal¬ 
lenge and you don't 
want to waste cash, 
look further. 



ISSPBB 

Widely regarded as the 
best soccer game on the 
PlayStation, ISS Pro is not 
without its faults. Dodgy 
artificial intelligence 
can prove annoying, but 
nevertheless it's a damn 
fine game. 








































’Station 


Contrary to popular belief , lager is not the solution to everything. 

The PlayStation is. Whatever your problem, there's always a game that 

WILL MAKE YOU FEEL BETTER. WHETHER IT'S STRESS RELIEF COURTESY OF SOUL 

Blade or changing the result of the cup final in ISS Pro, software can 

ALWAYS OFFER A SOLUTION. 



Not ALL GAMES WILL HELP THOUGH. SOME WILL DO MORE HARM THAN GOOD, 
SO YOU COULD END UP FEELING WORSE JUST BECAUSE THE CYBERDEMON CANED 

your ass in Final Doom. It is for this reason that we present the 

INDISPENSABLE GUIDE TO SOFTWARE SOLUTIONS TO STICKY SITUATIONS. WATCH 
OUT, IT'S A JUNGLE OUT THERE. 



SITUATION 

BIST CAME 

WORST CAMt 

AlTtRNATIVt SOIUTION 


J> 



Last night was a heavy 
one. Alcohol depression 

HAS SET IN AND YOUR HEAD 
IS POUNDING. IF YOU 
WEREN'T FEELING SO BAD 
YOU'D CONSIDER SUICIDE AS 
A POSSIBLE CURE. 


Yes! The leggy blonde 

FROM ACCOUNTS HAS 
AGREED TO GO ON A DATE. 
BUT RATHER THAN TAKING 
HER TO DINNER, YOU'VE 

JDED TO SHOW HER THE 

, ' power of PlayStation. 


You've just forked out 
more than £150 fora 

YSTATION AND SOME 
1ES AND YOU WANT TO 
SHOW OFF YOUR GREY BABY 
ANYONE WHO'LL WATCH. 


It's just gone midnight. 

You AND A FEW LADS HAVE 
STAGGERED BACK TO YOUR 
GAFF FOR A BIT OF POST-PUB 
GAMING. 


YOU NEED SOMETHING SOOTH¬ 
ING, A CAME THAT WILL EASE 
AWAY THAT HANGOVER FROM 

hell. Plug in Aquanaut's 
Holiday, pop a couple of 

PARACETAMOL AND ENJOY THE 
ROAD TO RECOVERY. 


If she's into sexual equality 

SHE'LL LOVE TOMB RAIDER. 

After all, Lara Croft is the 

FEMALE ICON OF THE ' 90 S. DON'T 
ASK YOUR DATE TO DRESS UP IN 
TIGHT SHORTS AND WHITE VEST 
THOUGH, SHE COULD GET NASTY. 


Soul Blade is perfect show- 
off fodder. It LOOKS FANTAS¬ 
TIC, SOUNDS GREAT AND THE 
INTRO SEQUENCE FEATURES A 
HALF-NAKED GIRL. WHAT MORE 
COULD YOU WANT? 


It'S NOT EASY PLAYING GAMES 
WHEN YOU'RE RAT-ARSED SO 
STICK TO SOMETHING EASY LIKE 

Destruction Derby 2. Footie is 

ALWAYS A GOOD BET TOO, SO 

bung on ISS Pro - without 

PUKING IN THE MACHINE. 


Descent is a really bad choice. 
Just a few seconds of violent 

FLYING THROUGH THE WINDING 
TUNNELS AND YOU'LL BE BLOWING 
CHUNKS. 


Maybe Tomb Raider isn't such a 
good idea. Lara's a bit of a 

FOX AND YOUR DREAM DATE t 

WILL NOT BE PARTICULARLY 
IMPRESSED IF THE BINARY 
BABE GIVES YOU A STIFFY. 


Arch, not one of those cheesy 

RETRO COMPILATIONS! DON'T 
BOTHER WITH GALAXIANS, 

Pac-Man or any other 'classic' 

STUFF 'CAUSE IT LOOKED NAFF THEN 
AND IT LOOKS NAFF NOW. 


Start playing an RPC monster 
like Vandal Hearts and you've 

GOT YOURSELF A ONE-WAY TICKET 

TO Snoresville. Suikoden is a 

BAD CHOICE TOO BECAUSE YOU 
WON'T BE ABLE TO PRONOUNCE THE 
NAME, LET ALONE PLAY THE THING. 




“I’M SOW, YOU’M SACKED” 



You're pissed off. The 

BOSS HAS JUST GIVEN YOU 

THE BOOT AND YOU'RE 
LOOKING FOR SOMETHING 

TO EASE YOUR ANGER. 

Without resorting to 

PHYSICAL VIOLENCE. 

There's nothing quite like 
Doom for getting rid of that 
angst. Just imagine that Imp is 
your ex-boss, level the rocket 

LAUNCHER AT HIM AND PULL THE 
TRIGGER. Eat that suckah! 

Final doom is a no-no. With a 

DIFFICULTY LEVEL THAT'S STEEPER 
THAN THE PRICE OF CALVIN KLEIN 
BOXER SHORTS, THIS IS FRUSTRA¬ 
TION GUARANTEED. YOU WANT 
REVENGE, NOT SELF-TORTURE. 

\ mm in 



Whether you're suffer¬ 
ing FROM. THE COMMON 
COLD OR GENITAL WARTS, 

the PlayStation is the 

PERFECT COMPANION FOR 
THOSE DAYS OFF WORK. 


OD ON LUCOZADEAND MAX OUT 
ON THE ADRENALIN RUSH OF 
WIPEOUT 2097 - IT'LL SOON GET 
YOUR PULSE RACING. !t LOOKS 
EVEN FASTER IF YOU'VE GULPED 
DOWN A COCKTAIL OF ASPIRIN 

and Day Nurse. Probably. 


If you've broken an arm don't 
play Tekken 2. If it's a bit more 
serious, like recovering from 

OPEN HEART SURGERY, LEAVE 

Legacy of Kain well alone. All 

THAT BLOOD AND GUTS COULD 
PROMPT AN UNTIMELY STROKE. 
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We want PlayStation games and we want them now. There are literally hundreds 
es due for release in the next few months but not all of them will hit their planned 
release date. PlayStation Plus finds out why the hell not. 





(Below) 
PlayStation 
Time Crisis is 

GOING TO BE 
FANTASTIC. 
THE CONVER¬ 
SION ALREADY 
LOOKS SPUNKY 
AND COMBINED 
WITH THE COOL 
CUNCON, THIS 
WILL BE A 
MONSTER. 


Time 


As Time Crisis gears up for its 
Japanese release, us Brits can 
only sit and wait. The conver¬ 
sion of Namco's frag fest was 
on show at the PlayStation 
roadshow last month, along 
with the GunCon which will 
be bundled with the game. 

As expected it looks superb 
and is startlingly close to 
the arcade origi¬ 
nal. Visually the 
difference is 
minimal, with 
each of the 
areas recreat¬ 
ed in the con¬ 
version. In fact 
the resolution is 
about the only 
graphical alteration 
- the PlayStation 
conversion isn't 
quite as sharp as 
the coin-op, but it's 
hardly noticeable. 

Graphics aside, the 
conversion is perfect. All of 
the little details that make 
arcade Time Crisis exception¬ 
al are present, including hid¬ 
den secrets and a nasty line¬ 
up of boss enemies. 

As with the arcade. Each of 
the battles is linked by a real¬ 
time cut scene showing hero 


Richard 
Miller moving 
between areas, but 
the action can start at 
anytime. The player is 
often ambushed by the 
enemy and must duck 
into cover to avoid dam¬ 
age. This is done by 
pressing the secondary 


fr gun button rather than 
the usual pedal. 

PlayStation Time Crisis is 
looking as good as the origi¬ 
nal, then. Incredibly it offers 
something that never fea¬ 
tures in the original game - a 
whole new level created 
especially for the conversion. 
Smart! The GunCon is unique 
to Time Crisis and will only be 
sold with the game. It's the 
only light gun to work with 


Forget Indiana Jones 
because the original 
archaeologist hero is back - 
almost twenty years after 
his Atari VCS debut. 
Activision has revived 
Pitfall Harry, the whip¬ 
cracking wiseguy from the 
late 70s, who's now look¬ 
ing a damn sight better 
than he did 15 years ago. 
Back then he was little 
more than an unsightly 
mush of pixels. But now 
he's been given the next 
generation treatment, 
dragged kicking and 
screaming into the third 
dimension. 


Harry is plunged into 20 
animal-infested jungle levels 
which are littered with lethal 
obstacles. He must escape 
from the jaws of death with 
only his pickaxe for protec¬ 
tion, using it to hack at 
bizarre monsters. The axe can 


Time Crisis too, because it 
plugs into both thejoypad 
port and the RF socket on 
the back of the machine. The 
reason for this is it double 
scans the screen, giving accu¬ 
racy far greater than that 
offered by other lightguns. 
Sadly, it won't recoil, purely 
because it would cost too 
much - around £70 for the 
gun and the game. Instead 
Sony is rumoured to be opt¬ 
ing for a £50 price tag for the 
two which is altogether much 
better value. 

Time Crisis won't officially 
appear in the UK until much 
later this year. However, a 
rolling demo of the game will 
be bundled with the PAL 
release of Rage Racer. Check 
it out. You know you want to. 


also be used to hook onto 
bits of the scenery, swinging 
back and forth to leap over 
gaping chasms. Moving plat¬ 
forms provide another means 
of crossing gaps. Although 
the ledges are pretty easy to 
reach, many are centuries old 
and crumble underfoot so 
extreme care must be taken. 

The game is divided into 
four regions including village 
ruins, prison camps and vol¬ 
cano caverns. Each is plagued 
by obstacles, with steam jet¬ 
ting from cracks in the lava 
stages and falling rocks that 
curse the ancient ruins. 

At present Pitfall 3D only 
exists as a one-level demo. 

It's set in typically dark cav¬ 
erns and shows some 
of the features to be 
included in the final 
product. The environ¬ 
ment is 3D in the 
sense that Harry's 
free to roam in any 
direction. His options 
are limited by the 
landscape though, 
which at this stage is 
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quite linear. Greater freedom 
is expected in the final game 
with players able to choose 
from multiple routes through 
each stage. So far no boss 
characters have been includ¬ 
ed, although there will be a 
guardian for each of the four 
realms. Activision is also plan¬ 
ning to include bonus levels 
which are said to '£ush the 
technology of the PlayStation 
in ways that will amaze every¬ 
one". These special stages 
will be unveiled for the first 
time at this year’s E3 video 
game show in June, so a full 
update on Pitfall 3D will 
appear in next month’s issue. 


(Above) 
Pitfall 3D. 

It's EARLY 
DAYS BUT SO 
FAR IT'S 
LOOKING 
GOOD. 


Following on from Issue 
19's exclusive news on 
Screamer 2 coming to 
PlayStation, Virgin has since 
revealed more concrete 
details on this super-slick 
arcade racer. It's once again 
the creation of Italian coders 
Graffiti (now called 


Milestone) and will use an 
upgraded engine from the PC 
game. The result is a game 
that looks fundamentally the 
same as the home computer 
counterpart, which is no bad 
thing. The original was fast 
and extremely playable and 
even at this early stage 


Screamer 2 promises to have 
both these qualities. 

Six tracks have been 
squeezed into the game plus 
an extra circuit available only 
to the very best drivers. 
There are four extra cars to 
find as well, on top of the 
four that are initially avail¬ 
able. As for the race itself 
there's the obligatory one- 
player tournament and time 
trial modes. Screamer2 sup¬ 
ports multiplayer gaming 
too, but opts for a split¬ 
screen option instead of a 
serial link. There's still no 
indication of how fast or 
smooth the two-player game 
will be, but if the PC game is 
anything to go by the 
end product should be d 
very smart indeed. 

With a provisional 
release date of 
October, Screamer 2 is 
still six months off 
completion. Early 
code will be on display 
at the E3 electronics 
show though, and 
PlayStation Plus will 
be there to put the 
game through its 
paces. More news 
next month then. 


Rsybadek 
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Psybadek has barely 

progressed since last month, 
although Psygnosis has 
released more screenshots of 
this 3D platform-cum-board- 
ing game. As either Xako or 
Mia, the objective is to hov- 
erboard around 50 stages, 
knocking off bad guys. There 
are plenty of weapons to pick 
and use or, alternatively, 
save them for the chunky 
guardians plaguing the end 
of each realm. It's an innova¬ 
tive game and one that will 
hopefully play as good as it 
looks. It's some way off 
though, so for the time being 
just feast your eyes on these 
pictures... 


Shadow M 


Yes and even created 
Psygnosis' Owl logo. His 
influence is immediately 
apparent and Shadow Master 
has a very distinct visual 
style of his own. Slick pre¬ 
sentation is further aided by 
the excellent use of lighting 
effects: Neon bolts blast 
from the pod cannons, illumi¬ 
nating dark corridors as 
lasers home in on their tar¬ 
gets with blinding explo¬ 
sions. The screen whites out 
and when the flames finally 
die down fleshy fragments of 
the hapless target rain slow¬ 
ly to the ground. 

Psygnosis is adamant 
Shadow Master will hit its 
late summer release date. In 
that time extra levels will be 
completed and hopefully the 
control system will be 
refined. At present control¬ 
ling the pod is a little awk¬ 
ward as the wheeled vehicle 
is not as agile as a more usual 
biped character. It does 
become easier with practice, 
but the option to strafe or 
sidestep would make the 
game infinitely more 
playable. Let's hope they 
take our advice... 


Psygnosis’ return to the 3 D 

shoot 'em up arena looks 
extremely promising after 
the flawed tedium of 
Lifeforce Tenka. Initial impres¬ 
sions are of a regular first- 
person-perspective blaster, 
but Shadow Master is by no 
means a typical Doom clone. 
The most obvious difference 
is the central character, 
which strangely isn't a gung- 
ho soldier. In fact, there is no 
character as such, just a small 
four-wheeled combat pod- 
type thing which is under the 
player's control. 

The game's plot is interest¬ 
ing but ultimately dispens¬ 
able, with human life all but 


destroyed by mechanised 
alien beings. As chief geezer 
on a nearby colony the play¬ 
er's objective is simple: Fight 
off the bastard aliens before 
they take over. 

It’s not an original concept 
by any stretch of the imagina¬ 
tion, but the idea has been 
executed extremely well. 
Shadow Master is currently at 
Alpha stage, with a handful 
of levels up and running for 
all to see. Initial impressions 
are good, especially in terms 
of presentation. 

Visually Shadow Master is 
based on the work of Rodney 
Matthews, the artist who 
designed album sleeves for 
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Overboafi 


Since last issue's exclusive 
announcement that 
Psygnosis' sea-faring extrav¬ 
aganza Overboard! is coming 
to the Sony machine, 
PlayStation Plus has actually 
laid hands on it. It's already 
looking fantastic, with some 
smart wave effects and 3D 
seascape to explore. Better 
still, the environment has a 
real sense of depth; the 
graphics have a distinct 
Captain Pugwash feel and the 
ship rolls and pitches just like 
the real thing. 

Gameplay is the most 
interesting aspect of 
Overboard !, though. The 
game is being developed by 
Psygnosis' internal program¬ 
ming team which has opted 
for traditional values of 
playability over presentation. 

Overboard! is primarily a 
fun game, and doesn't get 
bogged down by complex 
controls or historical authen¬ 
ticity. Instead, players captain 
a galleon across the ocean, 
simply searching for targets to 
test their cannons on. 

The objective of each level 
is to conquer. By knocking 
out gun installations and 
sinking other ships players 
can access enemy ports. 
These automatically become 
friendly harbours when 
docked with and also act as 
restart points. 


Don't judge 
Overboard! 

BY ITS LOOKS. 

Even though 
it's visually 

SMART, THE 
GAMEPLAY 
IS BALL¬ 
BREAKING. 




Capturing enemy territory 
plays a relatively small part of 
the game and attacking 
enemy ships is much more 
important, not to mention 
better fun. Galleons are 
poorly armed to begin with, 
equipped only with a heavy 
front-firing cannon and a row 
of four smaller guns aiming 
either side. Bigger weapons 
are collected simply by sailing 
over bonuses floating in the 
water. These includes smart 
anti-ship weapons from the 



flamethrower and the light¬ 
ning rod to mines and sulphur 
bombs that are excellent for 
keeping enemy units at bay. 

Overboard! is a big game. 
The world is made up of five 
regions, such as Caribbean 
and Arctic, each of which are 
divided into a further three 
levels. Naturally they're 
brimming with enemies to 
destroy, but larger bosses 
emerge at the end of every 
third stage. There's a chal¬ 
lenge to fill every gamer's 
appetite then, but best of all 
it's one of the most enjoyable 
games of late. It doesn't take 
itself too seriously which 
means it's great fun to play 
for a couple of minutes. That 
said, it's just as easy to get 
immersed in the gameplay 
and waste hours scouring the 
ocean. Just watch out for 
mutiny and the crew falling 
foul to scurvy... 
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More news on Psygnosis' 
spectacular space shoot 
'em up. Colony Wars. A 
playable version of the 
game has emerged which 
looks very good indeed. It's 
an action title boasting 
high resolution graphics 
which run at an impressive 
30 frames a second. This 
makes it smooth as well as 
detailed, not to mention 
realistic. Apparently it fea¬ 
tures authentically-mod¬ 
elled solar systems for the 
ultimate space experience. 



(Above) 
Could Croc 

BE THE ONE TO 

beat Mario 
64? Yes! 
Well, hope¬ 
fully. 


Croc 



G-Police 

Psygnosis' super-smart 
futuristic cop game is pro¬ 
gressing very nicely indeed. 
Again it's at Alpha stage, 
with around a dozen levels 
up and running. The game is 
set inside the confines of a 
city and at this early stage 
the cityscape looks surpris¬ 
ingly convincing. It's a lethal 
arena over which the battle 
against crime takes place, 
weaving through concrete 
towers in pursuit of any 
law-breaking perps. 

Cool lighting effects 
feature heavily throughout 
the game, but probably the 
most impressive aspect of 
C-Police is the cutscenes. 
They're all motion-captured 
and probably the best 
PlayStation Plus has seen, 
so we reckon this is a 
sure-fire hit. 



Fox Interactive squares up 
to Mario 64 with its hyper- 
cute 3D platformer. Croc. 
Unveiled for the first time in 
last month's news. Croc is the 
star in Argonaut's latest pro¬ 
ject. He's a crocodile, obvi¬ 
ously, but is infinitely cooler 
than fellow reptilian platform 
hero Gex. The world Croc 
explores is far more impres¬ 
sive too. It's a totally three 
dimensional environment 
made up of of bright colours 
and smooth textures, giving 
it a distinct cartoon style. 



It's the gameplay that's 
most impressive, though. It 
does have the potential to be 
a Mario 64 beater, with 40 
wickedly designed stages 
crammed with cute enemies. 
Croc's quest is to rescue his 
fellow islanders, called 
Gobbos, and he needs six to 
progress to the 
next island. The 
four islands vary 
in terrain, from 
the desolate 
desert isle to 
ice, forest and 
ultimately the 
castle environment. It's 
a whopping game, but 
broken down into manage¬ 
able chunks. It's also an 
ambitious title and is there¬ 
fore taking some time to 
complete. Don't expect 
Croc to surface until much 
later this year, then. 
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Formula 1 


was a 

mammoth game, in terms 
of playability, options, 
realism and then sales. 

; Now Psygnosis and 
Bizarre Creations, the 

• software house behind 
•, the original game, are 
J; back on the grid with a 

• • ’97 model that should rewrite 

• • the meaning of sequel. 


iB here have only been a handful of 
games across any format that have 
Wr successfully managed to mix realism 
and extreme playability into a racing 
game. PC and Amiga titles have tended to err on 
the side of sims, allowing players to dabble to 
their hearts content, but generally speaking 
they've failed to produce a quality adrenaline 
. rush. Consoles have always approached the 
genre the other way around, and so consequent¬ 
ly have been 
. pretty far 
removed from 
the real world. 

Enter Formula 1 > ■ APP** 

. on the " f 

9 PlayStation, * 

• which repre- 

t . sented Bizarre JM 

p , Creation's first 
► # . attempt at pro- |S 

• # ducing a game. VI 

% # This package 

p # somehow man- H 

)• . aged to find the y> _ _ 

# perfect com- H 

J between thrills 
# * and accuracy. If 

# game then 

ra ^ ^ watched a tele- 

J vised race you — 

# knew which 
P# • • corners were 

* coming up, and 

2 probably even I 

BZ * which gear the _ 

* driver should be mU. 

* shifting into. 

BX * • The thing was ™ 

X* * that the game JMIrjBBI 
SX * was so much 
VX # * fun, you didn't wfm f 
X? • notice that you 
XJ • were absorbing 
, . jBX * * this informa- 
X* • tion. In other 
W* • words Formula 7 Vi B 
• * made an 

X® • impression - this would be no 
• easy act to follow. PlayStation 
JV • • Plus visited Bizarre Creations 
9* * and Psygnosis for an exclusive 
Hr^ • look at one of the most impor- 
• tant releases of the year. ^p 


All this sea 
sons cars, 

TEAMS, DRI¬ 
VERS AND 
TRACKS ARE 
INCLUDED IN 
Formula 1 
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FIRST SIGHT 
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Michael 

Schumacher has 
joined a footy team 
in the Swiss 3rd 
division. He agreed 
to a sponsorship 
deal as long as he 
could play. He 
appeared for the 
Aubonne side on 
Sunday 18 May and 
the team lost 6-1 to 
Grenolier. 


Damon Hill has 
been trying alterna¬ 
tive forms of trans¬ 
port. Prior to the 
San Marino GP he 
tested a lOOObhp 
Lamborghini power 
boat and he's been 
lined up for a 
demonstration on a 
Modenas bike 
before the British 
motorcycle GP. 



It would have been easy for 
Bizarre Creations to content 
themselves with a simple 
revision process, ironing out 
a few problems with the orig¬ 
inal, touching up the graphics 
and providing statistics for 
the last season, but the team 
were determined to go much, 
much further. For starters the 
game is intended to hit the 
shops before the current FI 
season has come to a close 


from scratch, many features 
that were intended to be 
included had to be left by the 
wayside. Last year Formula 7 
was the best-selling game in 
Europe, and took the 
Japanese market by storm, 
but Bizarre Creations still had 
a long want list knocking 
around, so when Psygnosis 
asked for a sequel, the team 
realised this would be a 
chance to make the game 
they had wanted to produce 
in the first place had they 




bodies might not make it into 
the final version - there are 
limits to what the FIA will 
allow. We addressed all the 
main features though". 


CHaKGEI 


The first feature to be tack¬ 
led was the central engine 
code. This was literally 
stripped down to only the 
best parts; the sections that 
allowed so many polygons to 
be displayed and the high 
frame rate. The rendering 



Jean Alesi, the vet¬ 
eran racer who was 
apparantly almost 
sacked twice from 
his Benetton team 
last year, has decid¬ 
ed to back up his 
racing career with 
another form of 
income just to be 
on the safe side. 

He recently bought 
a vineyard in the 
Var region of 
France. 


Ukyo Katayama, 
who is part of the 
Minardi team and is 
acknowledged as 
one of the weakest 
drivers in Formula 
1, doesn't actually 
own a road car. His 
first car was a 10 
year old Toyota 
Corolla, he has had 
owned an Austin 
A35 and he's now 
on the look out for 
a Morris Minor. 


Rubens Barrichello 
took off his watch 
and threw it away 
on his return to the 
pits in Argentina 
after qualifying 


Eddie Irvine recent 
ly asked for a neu¬ 
tral flag to be 
raised behind him 
when taking to the 
podium. Threats 


Twice the number of polygons 
are now used in the cars and 
buildings, and the game 
looks crisp and fresh. xMrfbow 


and should be completely up 
to date. Psygnosis, who are 
publishing the game are 
rightly excited that the play¬ 
er will be able to race within 
the current season, some¬ 
thing that no other title has 
managed to achieve before. 

Exciting as the opportunity 
to compete in the current 
World Championship might 
be, and as time-intensive and 
frightening as this task is 
likely to prove, the rest of 
the improvements to Formula 
7 go much deeper. Only one 
member of the original 
development team had writ¬ 
ten games before and with 
14 months in which to get 
even one up to speed, learn 
how the PlayStation worked 
and then write the game 


had more time. 

There was help from out¬ 
side the Liverpool offices 
too. News Groups from the 
Internet were not shy about 
E-Mailing lists of suggestions 
and a site dedicated to all 
kinds of simulators also 
became involved. Then there 
were the customers who 
wanted to send their com¬ 
ments to Psygnosis, all of 
which were then passed on. 

"There are a lot of people 
out there that wanted to 
help, wanted to see their 
needs catered for, which we 
were happy to do as far as we 
could" Business Director 
Sarah Dixon told PlayStation 
Plus during a tour of the 
Bizarre Creations HQ. 
"Exploding cars and dead 


Gun®! 


■ 9. 



engine has been adapted to 
dynamically allocate graph¬ 
ics. Whilst the game is run¬ 
ning, the screen is checked 
every frame to see if there is 
too much information dis¬ 
played for the PlayStation to 
cope with. So, for instance if 
there is a busy corner in 
Monaco, which has 20 cars 
going around it, the machine 
will drop small buildings in 
the distance that it doesn't 
need to draw. This system of 
prioritising, combined with a 


fifth on the grid. 
Team bosses, Paul 
and Jackie Stewart 
had apparently 
promised the 
Brazilian a spanking 
new Rolex Daytona 
time piece if he was 
able to qualify in 
the top five. t 


had been made 
against his parents 
in Northern Ireland 
after the Irish tri¬ 
colour was raised 
behind him on the 
Argentinean podi¬ 
um. The FIA 
declined his 
request. 




























, 


I 



long draw distance, should 
also mean that scenery pop 
up is kept to the bare mini¬ 
mum. 

All car dynamics were com¬ 
pletely rewritten so that 
vehicles now lift off the 
ground, flip and dramatically 
bounce around the circuits. 
Suspension rocks indepen¬ 
dently across rumble strips or 
uneven road surfaces, tyres 
leave the ground resulting in 
a loss of grip. Even power 
slides have been included 
which give the impression 
that the cars have limits 
which can be driven to. 

What is most immediately 
striking about Formula 7 '97 
is the quality of graphics, 
which are now interlaced. 
Once most of the central ele¬ 
ments of the game were in 
place. Bizarre Creations took 
the code to Sony and ran it 
through a profiler, which 
shows what the most 
processor intensive 
sections were. 

During this 
process the 
team discov¬ 


ered that there was just 
enough power left in the 
machine to increase the 
screen resolution, and by the 
next morning the whole 
game had been converted 
into high-res. Twice the num¬ 
ber of polygons are now used 
in cars, buildings and scenery 
are much more complex, and 
the game looks incredibly 
crisp and fresh. Apparently it 
was a tight squeeze to up 
grade the graphics - Sarah 
Dixon likens the process to 
using a shoe horn on the 
code. 

All tracks have been 
remodelled, to include 
changes that have been made 
since the first version came 
out, and also because several 
new courses have been 
added. Detailed maps, many 


of which were used to con¬ 
struct the real circuits, were 
used for the wire frame mod¬ 
els, so each is totally accu¬ 
rate. Some games build up 
courses using simplified 
models which are then tex¬ 
tured to give the impression 
of detail, but Formula 7 '97 is 
designed in the same way an 
architect plans out a struc¬ 
ture. Get up close to a build¬ 
ing with a balcony in a title 
like Rage Racer and you 
realise the house is flat, with 
a texture that makes it seem 
3D. Drive up to such a build¬ 
ing in this game and you 
realise it is completely 3D. 

Not surprisingly this 
process of taking measure¬ 
ments from original plans, 
then plotting in millions of 
points, then building up a 


wire frame structure and 
finally producing a Silicon 
Graphics render, initially 
proved enormously time¬ 
intensive. So much so that 
the team worked out that 
there was no way they would 
meet their deadline. For this 
reason a program was spe¬ 
cially written in house called 
Trac Ed. This allowed circuits 
to be scanned in and details 
altered using a simple 
point/click/drag system. 
Features such as rumble 
strips, tyre walls, horizon 
details could be instantly 
added. The program could 
even work out transitions 
from one type of texture to 
another, so that sections of 
grass and tar mac wouldn't 

Continued on page 24 ►► 


NO ONE 
WANTS TO BUY 
AN OLD CAME 
UPDATED WITH 
A LICK OF 
PAINT SO 

Bizarre 

Creations 

have 

SCRAPPED 
MOST OF THE 
ORIGINAL 

Formula 1 

CODE. 


Arcade mode will be taken as near as 
possible towards a coin-op game; Grand 
Prix mode will go deeper and lean 
much more towards a simulation. 


mmitt (ms _ 

• The FIA are looking into regulations to fit airbags to 
Formula 1 cars, but nothing will happen just yet because of 
design difficulties. It is proving tricky producing a bag that 
inflates only during accidents, because of the G forces that 
are normally exerted on the cars. Also bags that inflate fast 
enough to be effective in such high speed crashes actually 
risk injury to the drivers. 

• There are less than 1,000 tickets left for the British Grand 
Prix at Silverstone on July 13th. General admission for the 
Sunday race is £75 for adults (01327 857273). 

• Next years Formula 1 calender seems likely to be increased 
from 17 to 19 events with new races planned in South Korea 
and Malaysia. These will probably be added to the end of 
the 1998 season. 

• The trial into the death of Ayrton Senna, who crashed at 
the San Marino GP in 1994, has heard how his steering col¬ 
umn was cracked before the accident. Williams are denying 
prosecution claims that this damage hindered the driver's 
ability to steer. 
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7 |Venue 


urn cams _ 

Several new circuits will be making an appearance in Formula 
7 '97; Melbourne for the Australian GP, A1 for the Austrian 
GP and Jerez for the European GP. Of these only the 
Australian track, which kicked off the 1997 season, has been 
raced. The highlights include some bad luck for anyone who 
found themselves in second position. 

WARMUP: Damon Hill only just qualified and then dropped out 
on the parade lap before the race had even begun with 
throttle failure on his Arrows car. 

IAP ONE: Into the first corner of the circuit Jacques Villeneuve 
got caught in between Eddie Irvine and Johnny Herbert and 
all three went out. 

LAP 34: Jean Alesi was in second place, but he ignored mes¬ 
sage boards from his pit crew, and ran out of fuel. 

IAP SI: Michael Schumacher was in second but had to come in 
to the pits for a 4.4 second splash and dash because his crew 
hadn't loaded enough fuel in on the last stop. 

IAP SB: Heinz-Harrold Frentzen, who was holding on to sec¬ 
ond, experienced break failure, lost control and ploughed 
into the gravel. 


(i-7) Around 
the new 
Melbourne 
circuit in a 

WILLIAMS. 


mum 



Pos. Name 


Country Time 


Average Speed (kmph) 


MCIMH AM BACK 

Melbourne looked to mark a 
disastrous anniversary for 
McLaren as it was due to be 
the teams 50th race without a 
win. David Coulthard drove 
superbly out in front of the 
pack however, and as Mika 
Hakkinen finished in third, 
both McLaren drivers stood 
on the podium and Ron Denis' 
team collected 14 points in 
the constructors' champi¬ 
onship. 

hiw mus 

There are two new teams to 
add to the Formula 1 line up 
for 97, both of which are run 
by former World champions. 
Stewart-Ford is headed by 
Jackie Stewart, who won a 
record 27 of his 99 GPs and 
took the title in 1969, 1971 
and 1973. Prost-Mugen 
Honda is overseen by Alain 
Prost who had 51 victories 
from 199 races and was cham¬ 
pion in 1985, 1986,1989 and 
1993. At present the Stewart 


team has the drop on Prost 
after a second place finish by 
Rubens Barrichello at 
Monaco. 

[XWIDIO BHAHO PRIK? 

Portugal has officially been 
dropped from the Formula 1 
racing calender this year as 
modifications to the Estoril 
circuit, which were requested 
by the FIA, have not been car¬ 
ried out. This should mean 
that the season ends with the 
European GP at Jerez, in 
Southern Spain, on October 
26th, but if the Portuguese 
Government can make the 
changes in time Estoril might 
still be tacked on the end of 
the calender. All teams would 
need to unanimously agree to 
an extra race, which would be 
to their benefit as more rev¬ 
enue would be received. This 
would also be great news for 
PlayStation owners as 
Formula 7 97 would have to 
include 18 rather than 17 
official tracks. 


1 D Coulthard 

2 M Schumacher 

3 M Hakkinen 

4 G Berger 

5 O Panis 

6 N Larini 

7 S Nakano 

8 H Frentzen 

9 J Trulli 

10 PPiniz 


GBR 

GER 

FIN 

AUT 

FRA 

ITA 

JPN 

GER 

ITA 

BRA 


1hr30:28.718 

20.046 

22.177 

22.841 

1:00.308 

1:36.040 

2 laps behind 

3 laps (crashed) 

3 laps behind 

4 laps behind 


203.926 

203.175 

203.096 

203.071 

201.685 

200.381 

195.353 

203.904 

193.210 

188.392 


(Below) 
Artists have 
just come 

BACK FROM 
PHOTOGRAPH¬ 
ING THE Al 

Ring in 
Austria. 






















mprove your chances with 
the opposite sex. 

Start using|protection. 


The daily wash that helps prevent spots before they start. 









FIRST SIGHT 



(Right) All 

CAR DYNAMICS 
HAVE BEEN 
RADICALLY 
CHANCED. 

Vehicles can 

NOW LIFT OFF 
THE GROUND, 
FLIP OVER, 
POWER SLIDE 
AND EVEN 
STALL ON THE 
GRID. 



Simulations buffs will no doubt be pleased to 
hear that Grand Prix racing now includes many 
more options to alter car set ups, such as 
adapting gear ratios and retuning engines. 
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Another major plan for the 97 
version is to completely sep¬ 
arate out the two modes of 
play, almost to the point 
where two games are con¬ 
tained in one package. This 
has actually meant producing 
two different styles of vehi¬ 
cle dynamics, but the team 
say that the result should 
easily be worth the extra 
work. Arcade mode will be 
taken as near as possible 
towards a coin-op game and 


Despite all 

THE CHANGES, 
SUCH AS THE 
MOVE INTO 
HIGH-RES 
MODE, 

Formula 1 

'97 WILL STILL 
RUN AT 25 
FRAMES PER 
SECOND (30 

FPSNTSC). 


Grand Prix mode will now go 
much deeper and lean much 
more towards a simulation. 
The reason for this approach 
is to avoid any kind of com¬ 
promise. With the first 
version program¬ 
mers dampened 
down the han¬ 
dling so that it 
was attractive 
to a console 
audience, 
being easier 
to pick up 
and feeling 
better to 
play. Now for the simulation 
mode that layer of 
cotton wool will be taken off 
to produce a far more chal¬ 
lenging game. Drivers will 
have to think about breaking 
zones, because it will no 
longer be possible to speed 
up to a 

corner, slam the breaks on 
and suddenly steer around. 
With wheels that lock up 
independently, and breaks 
that fail, the process will 
have to be smooth to avoid 
the gravel pits. 

With the first version 
arcade mode tended to be 
used as a training ground, 
building the player's skills 
and confidence before they 
attempted full blown Grand 


Hmiajim _ 

One feature of Formula 1 that will be put right by the sequel 
is the addition of two player split screen option. The game 
has to be rendered twice, so there may be eight cars used in 
this mode, but it's far more likely to simply be a head to 
head race. Much more important is the news that the game 
will run at 25 frames per second whether playing solo or 
with a friend. 


Prixs. Now that the two 
modes will be so drastically 
different this will no longer 
prove beneficial, so as com¬ 
pensation a training mode 
will be included. When 
switched on the racing line 
changes colour, with red for 
slow and grey for go. This 
indicator will run through 
various shades, so the darker 
the red, the harder you 
break. Up and running at the 
moment, the system looks as 
if one of the cars up front has 
hit a pedestrian and is drag¬ 
ging their bleeding body 
around the course! 


There's nothing more 
annoying than a perfect com¬ 
puter opponent, who sticks 
rigidly to the racing line and 
never makes mistakes; to 
avoid this situation all the Al 
code from Bizarre Creations 
first attempt has been com¬ 
pletely scrapped. This time 
around all other drivers are 
out to win and will take any 
line that is necessary, taking 
risks that may well end in dis¬ 
aster. Individuals will also 
have styles that are recognis¬ 
able in their real life counter- 

continued. on page 27 ►► 


be separated by unrealistic 
lines. Once all features were 
in place, the machine would 
then work out all the poly¬ 
gons and even save the code 
out in PlayStation for¬ 
mat so that pro¬ 
grammers could 
instantly drive 
around the cir¬ 
cuits and com¬ 
pare the 
experience to 
video footage 
they had already 
shot. After every¬ 
one was happy 
with the results, wire frames 
were transferred to worksta¬ 
tions, which would eventual¬ 
ly produce all the high quali¬ 
ty renders. 
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Although 

most 

Formula One 

TEAMS ARE 
VERY SECRE¬ 
TIVE, WITH A 
LITTLE HELP 

from Murray 

Bizarre 

Creations 

WERE ABLE TO 
TALK TO SOME 
OF THE TOP 
DOGS. 




"You've really dragged them 
out of the woodwork haven't 
you?" 

It's about 3pm in a studio 
somewhere in Soho, and com¬ 
mentating legend Murray 
Walker has spent the last four 
hours recording his contribu¬ 
tion to the FI voiceover. It 
seems, however, that Murray 
is having difficulty with the 
concept of FI as a game, 
rather than real life. 
Therefore, when it comes to 
announcing victory for some 
of the more, ahem, obscure 
drivers the words are tending 
to stick in his craw. 

"Do you think these things 
can really happen." he adds. 

Jonathan, the man at 
Bizarre Creations responsible 
for the game's commentary, 
probably sighs inwardly 
before reaching for the inter¬ 
com switch that connects our 
room to Murray's sound¬ 
proofed booth. 

i l 


"But they can in the game 
Murray," he says. "Anyone 
can win in the game." 

Nevertheless, the Voice 
that is Murray Walker is 
determined the barest notion 
of reality should prevail so, 
while we wait, he scrawls a 
quick annotation to the 
script. Addition complete, he 
returns to recording. 

"Unbelievable!" He cries, 
"Victory for Shinji Nakano!" 

Jonathan is up against the 
clock here. He had just one 
day out of Murray's schedule 
for the commentary and time 
is ticking by. He could proba¬ 
bly have done without the 
additional news that the tape 
is running out. Jonathan's 
keeping his cool, though. 
After all, the bulk of the 79- 
page script is already in the 
can, as is Martin Brundle's 
part of the voiceover. He's 
also used to Murray making 
his own additions and com¬ 
ments to the prepared script. 


JZsrsor * Hf 


Ui'l 


The game’s brilliant 
but I’m not compe¬ 
tent enough to 
prove it I’m afraid. 


"Are you sure Berger lives in 
Monaco?" He queries at one 
point. Or, recording, "That's 
it! Monaco 1997 is off!", 
stops and says, "It sounds as 
though it's been 
cancelled." 

More scrib¬ 
bled notes. 

Then, 

"That's It!" 
he amends. 

"Monaco 
1997 is on!" 

That's what 
you get when 
you hire Murray Walker for a 
project like this: 
Professionalism. Despite the 
fact Bizarre is re-using around 
a third of the orginal com¬ 
mentary for the new game, 
Murray still has his work cut 
out, and copes with the 
intensive schedule like a 
trouper. Although commen¬ 
tary is shared with Martin 
Brundle, Murray has the bulk 
of words to say, providing 

track descriptions, 
driver biogs 
and race 
histories 
longside 
is trade¬ 
mark excla¬ 
mations. 
During the 
race the pair 
interrupt 
each 
other. 


banter and hand over to one 
another, providing - Bizarre 
hopes - the most realistic 
race commentary yet. It cer¬ 
tainly sounds good from 
where I'm sitting and in 
between breaks in 
recording, Jonathan 
explains the new 
voiceovers will 
mean less repeti¬ 
tion of key 
phrases, and 
more stuff 
hat's specific 
o individual cir¬ 
cuits and drivers. 

Meanwhile, Murray - who 
has an exclusive three-prod¬ 
uct deal with Psygnosis - is 
finishing up his commentary 
and there's a palpable ten¬ 
sion in the room as we all 
wonder whether or not the 
tape's going to run out 
before Murray does. When he 
does finish it's time for 
PlayStation Plus to grab a few 
words. What does he think of 
the PlayStation? (Psygnosis 
gave him one after the last FI 
game): "I could just about 
switch it on," he says, "I'm 
sure the game's brilliant but 
I'm neither intelligent nor 
competent enough to prove 
it, I'm afraid." Not a convert, 
and it's safe to assume he 
won't be reading this. What 
he does know about is motor 
racing; ask him a question on 
the subject and he is - as he 
himself would say - off. 


The voice of 
Formula 
One, Murray 
Walker, is 
back WITH 
HUNDREDS OF 
NEW PHRASES. 

This time 

AROUND HE IS 
ALSO JOINED 

by Martin 
Brundle and 

THE TWO 
SHOULD BE 
JUST AS MUCH 
FUN AS THEY 
ARE ON TELE¬ 
VISION. 


25 


FIRST SIGHT 






















BUILD THE 

ULTIMATE GOAL 

SCORING MACHINE 



OUT SOON ON PLAYSTATION I 



“The ultimate Playstation challenge for all soccer 
fans! Build your perfect dream team! Not only 
does All Star Soccer let you dictate the tactics, 
formation and playing style of your squad, but 
actually lets you create custom players with just 
the right mix of skill, speed and intelligence. If 
you thought all football games are the same, 
then you haven’t played All Star Soccer!” 
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tyres, but there's also the 
chance that the weather will 
clear up, with dry lines 
emerging. All these effects 
have been remodelled and 
one feature that is particular¬ 
ly impressive is the way rain 
follows the air flow across 
cars, so you really get the 
feeling your driving into the 
eye of a storm. 

One of the problems with 
the first Formula 1 game was 
that if you suffered a knock it 
was hard to known the exact 
state of your car without a 
costly pit stop. Now a full 
mesh distortion system has 
been introduced, so that the 
entire body of the vehicle can 
bend and dent. When a car is 
hit, damage occurs at the 
point of impact. A minor acci¬ 
dent produces minor dam¬ 
age, a major crash leaves the 
vehicle in a horrible state. 
Sections of cars can also 
come off completely, and 
these parts are treated as 


solid objects. What this 
means is that a wheel may fly 
off and bounce across the 
track causing a hazard. With 
so many degrees of damage 
to take into account, grand 
prix strategies will have to be 
much more cautious, so 
going into the first corner of 
a race, the player will no 
longer be able to barge their 
way to the front of the pack. 

Players will also have to be 
weary of race incidents 
because official Grand Prix 
rules are now being followed 
much more closely. A full set 
of flags, which indicate warn¬ 
ings, has been introduced, 
and the marshals are able to 
hand out time penalties and 
bans. 


Failure, 


In addition to wrecking cars 
through driver error, 
machines can get damaged 
all by themselves. An option 


in simulation mode allows all 
kinds of mechanical failures 
to be switched on, so suspen¬ 
sion can buckle, gear boxes 
fail, pistons jump through the 
engine. All of these failures 
are graphically represented 
in satisfying fashion with 
puffs of smoke, spills of oil 
and even engines totally 
bursting into flames. 
Reliability will of course 
depend on the team the play¬ 
er is driving for, so when 
playing in an Arrows car the 
engine will need to be treat¬ 
ed gently around each course 
and nursed should a problem 
appear. Even the best devel¬ 
oped machines will break 
down through abuse, suspen¬ 
sions eventually collapsing 
for instance if rumble strips 
are pounded lap on lap. 

One feature that is unlikely 
to make it off the wish lists, 
because of time constraints, 
is the motion captured pit 
crew which was planned up 


parts, some aggressive, oth¬ 
ers cool and unflappable, 
some plain rubbish (the code 
allows for drivers stalling on 
the grid for instance). Team 
orders, penalties and pitting 
strategies will also have an 
effect here. 


Eton fSfea jjfrgg 

Simulations buffs will no 
doubt be pleased to hear 
that Grand Prix racing now 
includes many more options 
to alter car set ups, such as 
adapting gear ratios and 
retuning engines. For people 
to get the absolute maximum 
from set ups. Bizarre 
Creations is also including 
telemetry read-outs that are 
almost identical to those 
used by the real FI teams. 
Comparing these charts, 
which map out throttle, revs, 
speed and breaking, for laps 
where various settings have 
been tried will allow the 
player to tailor vehicles to 
suit circuits. 

Improvements have even 
been extended to accurately 
representing makes and 
types of tyres. Depending on 
which team is selected, 
Bridgestone and Goodyear 
makes are used and slicks, 
intermediates, wets and 
monsoons are available. A 
variety of compounds of rub¬ 
ber can be chosen and will 
wear at different rates 
according to the how abra¬ 
sive the track is. Courses with 
more right or left hand bends 
will make tyre wear more 
pronounced on one side of 
the car, and even tear offs, 
which indicate temperature, 
have been added. 

Strategies have 
been taken to a new 
level, thanks to 
dynamic weather 
conditions. Races 
can begin in dry 
conditions but the 
heavens might sud¬ 
denly open up and 
deteriorate to the 
point where sheets 
of lighting light up 
the track. This will 
mean having to 
quickly pit in and 
swap 


An option in arcade mode 
allows mechanical failures, so sus¬ 
pension can buckle, gear box fail, 
pistons jump through the engine. 


(Left) With 

ALL THE OFFI¬ 
CIAL RULES 
NOW IN PLACE, 
DANGEROUS 
DRIVING IS NO 
LONGER TOL¬ 
ERATED. Here 
a Benetton is 

BLACK 

FLAGGED. 


All circuits 

ARE NOW 
MODELLED IN 
TRUE 3D, IN 
MUCH THE 
SAME WAY AS 
AN ARCHITECT 
WOULD WORK. 

This should 

REALLY ADD TO 
THE FEELING 
OF 'BEING 
THERE'. 
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(Right) New 

FRONT ENDS 
SEPARATE OUT 

Arcade and 
Simulation 
modes m 

ESSENTIALLY 
GIVING TWO 
GAMES IN ONE 
PACKAGE. 



until very recently, but con¬ 
sidering the host of other 
improvements this should 
hardly be a major problem. 
The pit sequence has howev¬ 
er been remodelled, and 
when the driver is out on the 
track, technicians will be able 
to keep in touch with such 
details as engine per¬ 
formance and tyre 
condition. 

Many of 
these 
improve¬ 
ments to 
the simula¬ 
tion side of 
the game 
won't apply to 
the arcade mode, 
but playability should be 
tweaked in extreme ways for 
coin-op fans. They'll be extra 
tracks too, the idea being 
that if you finish in the top 
six and gain enough points, 
more circuits will be won. 
Both styles of play will bene¬ 
fit from all new engine 


sounds, which should make it 
possible to distinguish a 
Ferrari from a Williams, and 
thanks to meshing between 
sections of graphics neither 
will suffer from those annoy¬ 
ing splits. Loading times have 
also been addressed, and a 
heavy compression system 
means that these should 
drop from around a 
minute to 10 sec¬ 
onds. 

With play test¬ 
ing, the resul¬ 
tant tweaking 
of code and 
having to cope 
with 
changes 
the Grand Prix 
season as it happens, the 
sweat and tears are by no 
means over for Bizarre 
Creations. If they manage to 
furfill all their ambitions for 
Formula 7 '97 however, this 
small and relatively inexperi¬ 
enced software house will 
have the World at their feet. 
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nmsam _ 

The view points in Formula 7 '97 have been increased by 
three, the most radical of which is an in car camera. 

Although still at an early stage of design, when playing from 
this angel you can already see the driver's arms grappling 
with the steering wheel. Textures and dashboard lights have 
yet to be added in but don't expect a rev counter because 
they aren't used in the real cars. 






SPOT THl DIFFERENCE _ 

Although Bizarre Creations have made sweeping changes to most aspects of their original 
title, the most obvious and striking alteration is the hi-res graphics mode. There was an 
option in Formula 7 which allowed the game to run in high resolution, but this reduced the 
screen size so much it became unplayable. The pictures below are taken from the first game 
and these probably speak louder than words. 
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Fire effects 

LOOK PARTICU¬ 
LARLY IMPRES¬ 
SIVE IN Rosco 
McQueen. 
These have 

BEEN MOD¬ 
ELLED TO AO- 
JUST LIKE A 
REAL BLAZE. 


espitethe 
y valiant 
attempts by 
Hugh, Pugh and 
Barney McGrew, the cast of 
London's Burning, and 
Backdraft, it seems firemen 
still aren't perceived as 
worthy action heroes for 
video game immortality. 
While Police chases and 
shoot-outs have graced 
everything from Chase HQ to 
Virtua Cop, the role of our 
brave firefighters has been 
limited to a rather tame 
Super NES port to the 
PlayStation which never 
received a PAL release. Now, 
however, Sony is set to raise 
the profile of firefighters 
everywhere as Rosco 
McQueen , square-jawed hero 




of the emergency services, 
bursts on to the scene. 
According to developer 
Slippery Snake, Rosco is the 
PlayStation equivalent of 
Steve McQueen's character in 
The Towering Inferno , and his 
first Sony outing coinciden¬ 
tally takes place in a tower 
block set ablaze by its owner. 

Sylvester T, Square, propri¬ 
etor of the Tower X building 
has gone mad, and is in the 
process of setting fire to the 
building, using his complex 
electronics system to lock the 
occupants in the building. 




Enter Rosco, who breaks into 
the laundry rooms of the 
building and who, under the 
player's control, must work 
his way up to Square's pent¬ 
house, freeing the trapped 
occupants and dousing the 
flames before they get out of 
hand. However, the techno¬ 
logically-obsessed Square has 
unleashed a number of robots 
throughout the building to 
ensure the home fires keep 
burning, making Rosco's 
perilous task even harder. 



Rosco McQueen is similar in 
style to Konami's Broken 
Helix, with the action viewed 
from directly behind the 
heroic firefighter. As the 
square-jawed hero struts 
around the play area, the 
rooms scroll in full 3D with 
Rosco interacting fully with 



the objects in each. As with 
all good firefighters, Rosco is 
prepared for all eventualities, 
and enters the burning com¬ 
plex armed with a hose, a 
plentiful water supply, and an 
axe. He is also followed 
everywhere by a cute robot 
companion - Digit - who 
keeps Rosco abreast of all 
developments, from spread¬ 
ing flames through to the 
temperature rising. 

The game opens with the 
titular hero (tag line Rosco 
McQueen, the first on the 
scene) in the Tower X lobby. 
This doubles up as an options 
screen, and before the fire¬ 
fighting begins, previously 
saved games can be accessed. 
Having made such decisions, 
Rosco then moves towards 
the lift (ignoring the basic 
rule of never using lifts dur¬ 
ing a fire drill) and heads 
towards the current level. 
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Tower X is a fifteen- 
storey building 
with the floors 
paired off into 
seven themes, 
and the 
remaining 
level housing 
the final con¬ 
frontation 
between Rosco and 
the obviously gaga Sylvester 
T. Square. The laundry level 
acts as Rosco's first chal¬ 
lenge, and weans the player 
into the game gently with a 
number of moderately dan¬ 
gerous robots (or 'bots, as 
Slippery Snake prefer to call 
them). On entering each 
stage, Rosco is immediately 
attacked by these little 
robots, each of whom has a 
particular task. The first few 
encountered simply lob fire¬ 
ball around, igniting anything 
they touch, yet as Rosco 
makes his way up the tower 
the 'bots get larger and more 
vicious. For example, there 
are 'Gringo' droids clad 
in cowboy gear who are 
quick on the draw with 
their pop-guns, 
while 'B-Bots' 
and 'V-Bots' are 
armed with clubs 


and electrical charges 
respectively. 

Thankfully, Rosco's basic 
fireman's equipment is more 
than a match for the majority 
of these 'bots, and the elec¬ 
trical nature of them makes 
them particularly susceptible 
to a dousing from his hose 
or, failing that, twatting 
them with his axe. If, howev¬ 
er, the number of robots 
proves too much of a hand¬ 
ful, thankfully supplies of 
even better weapons can be 
found throughout the 
game. These include 
throwing axes, extra 
water supplies, 
water bombs 
and C02 
extinguish¬ 
ers, the lat¬ 
ter of 
which have 
been 
added to 
combat 
electrical 
fires. A nice 
touch. 

All the business with 
gun-slinging 'bots and 
extra weapons, however, are 
just bonuses. Rosco 
McQueen is, after all, a fire¬ 
fighter, and Slippery Snake 
have ensured there is plenty 
of work for him. 

Conveniently for Sylvester's 
nefarious plan, everything in 
Tower X seems to be 
extremely combustible. No 
sooner has a bot lobbed a 
small ball of flame towards 
the packing crates than the 
said objects are ablaze. 

Rosco McQueen relies on its 
flame effects, and Slippery 
Snake have made the burn¬ 
ing objects look very realis¬ 
tic indeed. As the fire takes 


Using axes, 

WATER BOMBS, 
HOSES AND 
GAS IT'S 
Rosco's JOB 
TO PREVENT A 
TOWERING 
INFERNO. 


IMSIOf TOWER X 

Throughout the building, Rosco's progress 
is often thwarted by locked doors. These 
cannot be bypassed using our hero's cus¬ 
tomary 'axe through door' method, but 
necessitate the location of a fuse box. 
Bizarrely, this fuse box acts as the locking 
device for the room, and if destroyed (using 
the axe, natch) a signal indicates the door 
has opened. The fifteen storey building is 
made up of a mixture of laundry rooms, 
garages, apartments, an entertainment 
complex complete with cinema and gym, 
and a department store called Harolds. 

Each allows the development team to flex 
their design muscles, with cars exploding in 
the garage and the cinema screen bursting 
into flames if things get out of hand. 
Similarly, the level themes are also used to 
introduce new species of 'bot, including 
Maid-Bots in the apartments, and Masseur- 
Bots in the gym. 




(<i** out) 
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hold, specially-created logic 
ensures the flames spread 
realistically, with anything in 
range bursting into flames. 
Similarly, as Rosco enters the 
garage level, little trails of 
petrol ignite causing even 
more chaos across the levels. 
In addition to the basic flame 
effects, there are also spark¬ 
ing electrical fires, back 
drafts (where Rosco enters a 
room only for trapped flames 
to rush towards him), and car¬ 
pet fires where little flames 
dance about under his feet. 

A well-aimed burst of 
water puts paid to most fires, 
and Rosco's backpack hose 
set-up is thankfully auto tar¬ 
geting meaning the player 
simply points him in the 
direction of the fire and 
presses the X button. 

Slippery Snake were initially 
planning to offer full control 
over the hose, but looked at 
games such as Doom where 
targeting is effected auto¬ 
matically making fora 
better game. It has to be 
said that the decision was 
the right one, and water level 
permitting, Rosco's hose 
abilities are more than ade¬ 
quate for beating back the 
flames. And if all else fails, 
a well-timed water bomb 
can be used to put out any 
particularly nasty blazes. 

As Rosco systematically 
extinguishes the fires and 
battles the 'bots. Digit keeps 
an eye on the room tempera¬ 
ture. This is represented by a 
thermometer icon which rises 
as the fire spreads. Digitised 
speech samples from Digit 
indicate when the heat reach¬ 
es uncomfortable levels, and 
if ignored the building 
explodes and Rosco's fire¬ 
fighting career goes up in 
smoke. Along with his body. 
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(Below) As 
THE ACTION 
HOTS UP, THE 
CAMERAS 
SWINGS IN AND 
OUT TO OFFER 
THE BEST 
OVERVIEW OF 
THE BEAT'EM 
UP ACTION .. 





Release: August 
Company : Acclaim 
Price : T BA 
Players : 1-4 
Genre : Beat 'em up 



%&} our-playgets 
a whole new 
meaning as 
Acclaim's latest 
Marvel licence is revealed. 
Based on the long-running 
comic book. Fantastic Four is 
the first binary outing of 
Thing, The Human Torch, Mr 
Fantastic and Invisible 
Woman, as Acclaim throw the 
heroic quartet into a familiar¬ 
looking scenario. Fantastic 
Four drops the titular Marvel 
super heroes into a play area 
best described as a cross 
between countless other 
scrolling beat 'em ups and 
BMG's Pandemonium! In a 
plot lifted from the first ever 
Fantastic Four comic, a race of 
Molemen under the control of 
some bad guy (TM) have 
emerged from their subter¬ 
ranean world to take over the 
surface. With the populace 
under siege, enter the 
Fantastic Four as they prepare 
to punch, kick and special 
move through scrolling stages 
made popular in the likes of 
Capcom's Final Fight and 
Sega's Streets of Rage. 



Comparisons to the afore¬ 
mentioned Capcom and Sega 
titles are inevitable, as ini¬ 
tially Fantastic Four looks very 
familiar indeed. However, 
while the basic premise dates 
back to the 16bit era, in 
terms of presentation 



Fantastic Four is most certain¬ 
ly PlayStation fare. The play¬ 
er controls any one of the 
four heroes, while use of a 
Multi-tap allows all four 
characters to combat the 
forces of evil, or combina¬ 
tions of favourite heroes. 



As Thing and co power 
across the scrolling streets 
using punches, kicks and 
throws to fell their foes, the 
game uses a Pandemonium!- 
style camera which swings in 
and out of the action to 
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Another idea Probe have 
slotted into Fantastic 
Four to remove the 
preconceptions 
scrolling beat 'em 
ups live with is a 
shoot 'em up sec¬ 
tion. Midway 
through certain levels, the 
camera draws back and the 
onscreen heroes disap¬ 
pear, replaced with a 
number of cross-hair 
sights. The shooting 
section coincides with 
the appearance on 
screen of a citizen 
caught up in the battle 
between good and 
evil. As soon as the 
Molemen storm 
towards the luckless 


close-ups of the fights, or an 
overview of what lies ahead 
between bouts. Conscious of 
the stigma attached to 
scrolling beat 'em ups. Probe 
have worked to inject new 
ideas such as the cameras 
throughout Fantastic Four , 
and other aspects also bene¬ 
fit from their rethinking of 
the genre. 

Motion-capture has been 
used to ensure the smooth 
movement of the four charac¬ 
ters (with Probe going as far 
to suspend an actor from 
wires to achieve the Human 
Torch's floating abilities!), 
while morphing techniques 
have been used to realise the 
special moves comic readers 
will recognise from their 
printed adventures. Each 


character is equipped with 
three or four fancy moves, 
from Thing's tests of strength 
- complete with sampled 'it's 
clobbering time!' tag line - 
through to Human Torch's 
fiery skills, and the Invisible 
Woman's... well, ability to 
become invisible. By far the 
star of Probe's show, howev¬ 
er, is Mr Fantastic. Famed for 
his elastic properties. Probe 
have really gone to town with 
Fantastic's capabilities in the 
game, with the rubber- 
limbed hero contorting him¬ 
self into all manner of posi¬ 
tions, and using his stretching 
abilities to effect bizarre 
blocks and punches. 

Ironically, the dullest of the 
four characters in the comics, 
is the star of the Acclaim 
game! 


m umm four: m m that urn was... _ 

Super heroes have proved 
huge money spinners for 
movie producers, as shown in 
the Batman and Superman 
efforts, yet Marvel's input to 
the Hollywood money 
machine has been surprisingly 
small. Of all the Marvel char¬ 
acters, there have been constant rumours surrounding big screen adventures 
for Spiderman and the Fantastic Four for years. The former is still being ten¬ 
dered by James Cameron who wants Michael Biehn to play Peter Parker 
against Arnold Schwarzenegger's Doc Octopus, but has been in development 
limbo for years. The rights to the latter, however, belong to cult director, 
Roger Corman - who has actually produced a film using the Marvel Heroes. 
Corman's Fantastic Four film was made to extend his hold on to the rights for 
longer. Allegedly, as the rights were coming to an end. Marvel contacted 
Corman and told him they wanted them back. However, Corman's agreement 
stated that if he were to produce a film based on the 
Fantastic Four they would again revert to him, and if 
Marvel or anyone else wanted them they would 
have to pay him. As such, Corman put 
together a Fantastic Four film in three 
months, and those who have seen it are 
split between its good and bad points. 
Some say it is a camp classic boasting 
some surprisingly good effects (a CGI 
Human Torch who looks good as long as 
f he's flying, and a suitably stony Thing 
costume). Others consider it a low bud¬ 
get mockery which doesn't do the charac¬ 
ters justice. Whatever, Corman is said to 
be ready to sell the rights to the highest 
_.dder, with a number of studios said to 
have cheque books at the ready. 


pedestrian, 
the player 
jses the 
cross-hair 
to protect 
lim, blowing 
jaway the 
encroaching 
Molemen with a succession 
of gaudily-coloured bullets. 
This goes on until more 
Molemen die than front line 
troops in the trenches of 
WWI, and the four heroes 
meander back on screen to 
resume the fighting. 

n addition to the punching 
and kicking, objects left 
along the streets also double 
up as weapons. Thus, as 
Thing and Mr Fantastic pair 
up to square up, a car will 
often skid on screen for no 
other reason but for the 
Fantastic Two to pick it up 
and throw it at the enemy 
hordes! What's more, cars 
survive up to three throws 
before they explode, inciner¬ 
ating anything within a cer¬ 
tain radius. 


With its wealth of special 
moves and novel takes on the 
theme. Fantastic Four is most 
certainly a new take on an 
old genre. After a short 
development delay as Probe 
were forced to pull a number 
of the team on to other pro¬ 
jects, it is now all systems go 
on Fantastic Four with a team 
of four graphic artists busy 
preparing the final scenes set 
in the subterranean haunts of 
the Molemen and their evil 
overlord. The team are also 
busy adding ways to prevent 
the game from falling into 
the repetitive rut of proceed¬ 
ing past scrolling beat 'em 
ups, and this includes the 
addition of huge end-of-level 
bosses who appear in the 
background, and monsters 
which lurk behind the 
scenery and require mastery 
of a particular special move 
to finish them off. Fantastic 
Four is currently lined up for 
an August release. 
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Taito's Super 
Football 
Champ is 

AIMED FIRMLY 
AT THE ARCADE 
MARKET. 
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Super Football Champ is 
not a licensed product, 
and therefore doesn't 
use the proper stars of 
the squads, but it is 
possible to cap any of 
your favourite foot¬ 
ballers. The options 
mode allows any of the 
players in all of the 
squads to be renamed, 
so if you have the time 
to spare, up to date line 
- ups can be entered. 


ith the 
PlayStation 
s' now totally 
swamped with 

football games, most of them 
pretty mediocre, if a new 
contender is going to get 
taken at all seriously it has to 
find a way to offer amazing 
gameplay and add a hint of 
something new. That's not to 
say that the task is impossi¬ 
ble as even the best have 
their drawbacks. 

With Super 
Football Champ, 
Mindscape and 
Japanese arcade 
veteran Taito 
believe the key 
lies in simplifying 
control systems 
and trying to 
reproduce a strict¬ 
ly coin-op video 
game feel. 

Based on a 
recent JAMMA- 
compatible arcade 
board. Super 
Football Champ 
centres around World Cup 
teams. World Tournament 
involves playing a series of 
league games, with the top 
sides moving on to a series of 
knock out matches. In 
District Championship, the 
player opts to take part in 
rounds in Europe, the 


Release: September 
Company : Mindscape 
Price : £44.95 
Players : 1 -4 
Genre : Sports Sim 



It's possible 

TO PULL OFF 
OUTRAGEOUS 
FOULS THANKS 
TO A BUTTON 
THAT IS 
DEDICATED TO 
ROUGH PLAY. 


Americas and Africa/Asia. 
Winning preliminary matches 
then opens up a champ¬ 
ionship game. 

After choosing from the 30 
teams on offer, all of whom 
have a short breakdown of 
abilities, one of eight ace 
footballers can be picked. 
Each of these stars has their 
own special abilities and act 
as front men for the rest of 
the squad. On-the-ball moves 
for all players have been cut 
down to long and short pass¬ 
es, shots or headers and a 
one two pass. Defenders can 
shoulder barge, slide tackle, 
or perform obvious fouls. 

At present Mindscape's 
latest offering is looking a 
little sluggish and limited, 
but the company hopes to be 
making a host of changes 
to the code before the 
game is released this 
Autumn. 













































A 

STRAP YOURSELF IN FOR THE MOST COMPETITIVE, ADDICTIVE, 

WIDE OPEN RACING ACTION EVER. MARIO KART 64 RIDS OUR ~~ 

STREETS OF ROAD RAGE, ONCE AND FOR ALL. 

Available exclusively for N64. N-Cube, TM and © are trademarks of Nintendo Co., Ltd. © 1996 Nintendo Co., Ltd. Console £149.99, Gamepak £59.99 RRR 




NINTENDO 64 


Get into it. 
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(Left) Ray 
Tracer mixes 
Manga style 

CHARACTERS 
WITH SLICK 
POLYGON 

graphics. The 
result? It's 

WELL SMART. 


First, weave through 
streets crowded with other 
cars, powersliding round the 
corners so as not to lose 
precious seconds. Then, when 
the fleeing car is in sight, kick 
in the nitros and ram it off 
the road. It's a race against 
the clock rather than other 
drivers, so wasting time side- 
swiping other cars may be fun 
but it doesn't bust the crims. 

Most of the circuits are 
littered with obstacles. These 
vary from oil drums left care¬ 
lessly in the centre of the 
road, to jumps and even huge 
tree logs. It can get incredi¬ 
bly nasty, ploughing through 
monster wooden crates and 
spiralling through the air. 
Luckily the super-fast cars 
have been built to last and 
stay intact, no matter how 
much damage they sustain. 

The time trial mode is a 
test of pure skill. There are no 
nitro boosts to fall back on 
and no amount of ramming 
will cripple your opponent's 
car. Picking the car most suit¬ 
ed to each of the four race 
tracks helps, but ultimately 
it's all down to precise 
cornering, pushing your 
motor to the limits and ruth¬ 
less ramming. So Sunday 
drivers need not apply. 


Release: August 


Company : Sony 
Price : £34.99 


Players: 1 
Genre: Racing 


(Left) 

Kerunch! The 

SUCKER IN 
FRONT TAKES A 
TURN FOR THE 
WORSE WHEN 
HE'S SHUNTED 
FROM BEHIND. 
OUTTA MY 
WAY m fool! 


Look! It is Chase HQ\ Or 
at least it's the Play¬ 
Station equivalent. Yup, 
Taito brings the race 'n' 
chase classic into the 
32bit era and Christ, 
does it look good! The 
blocky car sprite has 
been replaced by slick 
polygon sportsters; the 
track is no longer a 
winding grey river but is 
instead a challenging 
mixture of tarmac, dirt 
and even water; and the 
explosions... let's just 
say they're to die for. 


t's Chase HQ\ 

It bloody well 
is! Just look at 
the super-fast cars 
and enemy vehicles that must 
be knocked from the road. It 
looks the same. Okay, there's 
no cop who leans from the 
windows and fires his pistol, 
but everything else is the 
same. Honest. 

But wait. Before the 
lawyers are called in for copy¬ 
right infringement, let's take 
a look at the 
developer. 
Disappointingly 
it's Taito, the 
Japanese company 
which was also 
responsible for 
Chase HQ. No big 
court battles on 
the horizon then. 

Instead we have 
Ray Tracer , just 
one of the games 
in Taito's 'Ray' 
series [Ray Storm 
being another) 
and a racing game 
that can only be 
described as the 
PlayStation equiv¬ 
alent of Chase HQ. 
It's literally 
appeared out of 
nowhere and will 
appear on the 
shelves in the next 
couple of months, without 
any hype whatsoever. 
Surprising really, because the 
game looks really quite good. 

Ray Tracer boasts two 
modes of play, with the chase 


game by far the most excit¬ 
ing. It's typical cops and rob¬ 
bers stuff, as one of four 
street-smart road mercenar¬ 
ies goes in hot pursuit of the 
escaping crims. Naturally 
each cop drives their own 
customised roadster, some 
with monster engines for a 
higher top speed and others 
with wide tyres for extra grip. 

On the road it doesn't mat¬ 
ter who you choose because 
the chase is always the same. 































PlayStation 


DO NOT 

UNDERESTIMATE 
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MIX IT UP 

One contains a mixture 
of linear and non-linear 
game play. Some of the 
levels are full 3D envi¬ 
ronments which allow 
the player to run around 
wherever they want. At 
other times the action 
follows a platform route 
similar to Crash 
Bandicoot or 
Pandemonium! 


orty years into 
the future 
law abiding citi- 
zen named John 
Cain awakens in a vaguely 
familiar world, to find his arm 
has been replaced by a mon¬ 
strous robotic weapon. 

Before he can work out what 
is happening Cain's flat is 
stormed by guards and he is 
forced to go on the run. 
Survival is his aim but only his 
rage, the one emotion he can 
still feel, will keep him alive. 

One is a real time 3D plat¬ 
form/action game being 
developed in Connecticut 
that concentrates on non¬ 
stop blasting. Using a rage 

meter, rather than 
traditional power- 
up and life sys¬ 
tems, the charac¬ 
ter strengthens 
and weakens 
based upon the 
player's momen¬ 
tum. This means 
that trying to take 
a sedate pace 
through levels 
ends in failure. 
The more violence 
and the quicker 
enemies are wiped out, the 
more weapons, power-ups, 
abilities and health are 
awarded. 

Set across five levels which 
publishers ASC Games say 


Release : November 
Company : ASC Games 
' ' Price : £44.95 
Players : 1 -2 
Genre : Shoot 'em up 



(1-3) Killing 
bosses 

REQUIRES LAT¬ 
ERAL THINK¬ 
ING. Here a 
BUILDING IS 
DESTROYED 
WHICH THEN 
TOPPLES ONTO 
A GIANT HELI¬ 
COPTER THAT 
HAS BEEN 
CAUSING 
TROUBLE. 


are very large. One 
streams screens from the 
CD as the game 
plays. This should 
mean instant and 
fast paced action. 
Adversaries range 
from the usual 
mutated humans 
to armoured vehi¬ 
cles, trains, heli¬ 
copters and weird 
mechanised beasts of 
war. The player gets to 
arm themselves with 
plasma cannons, flame 
throwers, missile 
launchers and the like, 
but the best way to 
work up rage is to 



pull off tricky hand-to-hand 
combat moves. 

At present the 
game is only around 
\ 30% complete, but 
at this early 
stage the 
engine is mov¬ 
ing very quickly 
and it also looks 
to have a clever 
dynamic camera system. 
More will become 
known when program¬ 
mers Visual Concepts, 
who have worked on 
Soviet Strike and John 
Maddens in the past, 
show off the product 
at E3. 


Action in 
One should 

BE FAST AND 
FURIOUS , WITH 
THOSE THAT 
DORDLE ALONG 
PUNISHED. 

Keeping the 
character's 

RAGE LEVELS 
HIGH IS THE 
KEY TO THE 
GAME. 





































"It's so frighteningly real, 
only a safety harness could 
hold you back." 

Ari Vatanen- Multiple WRC champion, 
official consultant and lead tester on V-Rally 
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Mummy! This 

DRAGON IS BIG 
ENOUGH TO 
MAKEANY 
SELF RESPECT¬ 
ING ADVEN¬ 
TURER RUN 
HOME TO 
MAMMA. And 
THAT'S BEFORE 
IT STARTS 
BREATHING 
FIRE AT THEM. 

And remem¬ 
ber , THERE 
ARE THREE OF 
THEM IN THE 

game! 





Deathtrap Dungeon 

hen Ian ■ imitated, though rarely j Fighting Fantasy books went j EHE 

Livingstone : bettered. The Fighting : on to sell over 14 million j 


hen Ian 
Livingstone 
and Steve 
Jackson first 
published The Warlock of 
Firetop Mountain in 1981, 
no one could have known 
the huge impact their book 
would have on gaming. By 
creating a book where the 
player could choose their 
own plot, as well as being a 
solo RPG, they had hit upon 
an idea which became 
immensely popular and much 


imitated, though rarely 
bettered. The Fighting 
Fantasy books used a series 
of numbered sections (usual¬ 
ly about 400), and after the 
player had read one, they 
then had multiple choices 
which were selected by turn¬ 
ing to one of the other sec¬ 
tions. If you wanted to fight 
the Ogre, turn to section 
192, if you wanted to run like 
hell, turn to section 363, that 
kind of thing. A simple and 
yet brilliant idea, the 


Fighting Fantasy books went 
on to sell over 14 million 
copies worldwide and are 
still going strong. Sword and 
sorcery isn't the only genre 
to have been covered, with 
science-fiction, super hero 
and even horror getting a 
look-in as well. Now, as 
the chairman of Eidos, 

Ian Livingstone has been 
overseeing a videogame 
based upon one of the most 
popular'books in the series. 
Deathtrap Dungeon. 


Deathtrap Dungeon follows 
the plot of The Warlock of 
Firetop Mountain in that the 
player has to win a competi¬ 
tion called the Trial of 
Champions. This is achieved 
by successfully travelling 
through a huge labyrinth, 
filled with deadly monsters 
and traps. Due to the fact it 
comes from a company which 
is mainly associated with 
Tomb Raider, having another 
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game which features a char¬ 
acter running around some 
underground levels is bound 
to draw comparisons to the 
antics of Lara Croft. 
Deathtrap Dungeon thoughts 
another experience entirely. 
With the lead programmer 
being Richard Halliwell, cre¬ 
ator of the best-selling 
Warhammer and Space Hulk 
tabletop games (which have 
since been seen on the 
PlayStation), and Ian 
Livingstone overseeing the 
project, the pedigree of 
Deathtrap Dungeon is 
very high indeed. 

Set over 40 mam- 
moth levels, the game 
brings the Fighting 
Fantasy world to life with 
some amazing polygon 


graphics. The central charac¬ 
ter - from a choice of a clas¬ 
sic grizzled male hero, and a 
barely clad heroine wearing 
an outfit that could get her 
arrested - is viewed from a 
camera that lingers just 
behind them as they walk 
through the dungeon. While 
the levels are huge rambling 
locations with networks of 
corridors linking the many 
rooms together, the hero 
runs quickly enough, and 
jumps in four directions, with 
the heroine being 
slightly more athletic in 
this department. The hero on 
the other hand has a slight 

edge in combat. 
Combat 
being 


The Pit Fiend 

TAKES SHAPE 
FROM A WIRE¬ 
FRAME MODEL 
TO BRING 
SOME 
DINOSAUR 
DEATH TO THE 
GAME. 


ms mm _ 

Ian Livingstone, along with Steve Jackson 
was the driving force behind the Fighting 
Fantasy series, writing most of the books in 
the series. As founders of Games Workshop, 
they created a whole series of games as well 
as controling a huge chain of stores around 
the country. After selling the company, Ian 
went on to become Executive Chairman of 
Eidos and created the videogame of his 
best-selling book Deathtrap Dungeon. 



based on a Fighting Fantasy book? 

Having spent 15 years creating, developing 
and expanding Fighting Fantasy, the game- 
world has become my second home and I 
wanted everybody to have a look inside! 

Why choose Deathtrap Dungeon to adapt, 
as opposed to say. The Warlock of Firetop 
Mountain , Forest of Doom or any of the 
others in the series? 

Deathtrap Dungeon is not only my own 
personal favourite but also the readers' 
favourite judging from the fan mail I got 
along the way. Players had a tough time 
getting out alive. And having to kill their 
barbarian friend got everybody mad at me. 
So that was good! 

Are you pleased about the longevity that 
the Fighting Fantasy books have had? 

Since 1982, 14 million books have been sold 
in 23 languages. Who would have guessed 
that? Certainly not me. I'm amazed and very 
happy. 

How much input did you have into the look 
and design of the game? 

A lot. I wanted to create a disgustingly 
authentic-looking 3D dungeon through 
which a 3D character could rampage. Lots of 
monsters, lots of traps, lots of tough levels, 
lots of weapons, lots of spells, lots of fun. 

Continued on page 43 ►► 
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You'll catch \ 

YOUR DEATH IN 
THAT MISSUS! \ 
The HEROINE 
COMES OVER ; 

all Carry On 
Dungeon in 

HER BOOTS, 
KNICKERS AND 
KEYCHAIN. 
The MON¬ 
STERS MIGHT 
NOT BE ABLE 
TO VANQUISH 
HER, BUT A 
COLD BREEZE 
COULD BE 
FATAL. 




a pretty essential skill 
because the monsters which 
populate the dungeon all 
want to turn your intestines 
into skipping ropes. There 
are going to be around 50 
different enemies in the 
finished game, ranging from 
ores and imps to gigantic 
beasts which dwarf the hero. 
These behemoths include 
two of the most memorable 
beasts from the book. The Pit 
Fiend is a Tyrannosaurus 
whose size rivals that of the 
one seen in Tomb Raider. But 
the real bosses come at the 
end of the game. There are 
three dragons who have to be 
fought in order to escape 
from the dungeon, the first 
not having the ability to fly 


but having three heads to 
make up for it. The other two 
have just the one head each, 
but soarthrough the air 
breathing fire, making for 
fast deadly enemies. 


:oco' 


In order to fight off these 
dungeon denizens the intre¬ 
pid heroes have a few attacks 
at their disposal. They are 
selected by holding down the 
fire button and pressing the 
d-pad in the relevant direc¬ 
tion, making the character 
thrust, slash, overhead slash, 
and stab. This system is used 
for the melee weapons, such 
as the various magic swords 
and axes, but there^are oth¬ 
ers. The missile weapons 


might take the odd liberty 
with the genre, but consider¬ 
ing the odds against the 
heroes, they need all the help 
they can get. This comes in 
many forms, including a 
flamethrower (barbecued 
goblin anyone?) and even a 
rocket launcher a la Quake. 
The latter may seem a very 
powerful weapon, but it does 
have it's downside. For a 
start it's best to use it on 
large enemies, as there's no 
guarantee it's going to go in 
a perfectly straight line. 
Secondly and more impor¬ 
tantly, if a rocket detonates 
too close to the hero, the 
explosion will take them with 
it, as well as any enemies 
caught in the blast. Any num¬ 


ber of weapons can be car¬ 
ried, but their use is limited, 
and some of the better ones 
need to be saved for the 
more powerful enemies. But 
weapon selection is very 
important. Sometimes only a 
particular weapon will be 
able to vanquish an enemy, 
and if the wrong weapon is 
used against some enemies, 
the player could end up dam¬ 
aging themself. Magic also 
plays a part, and spells allow¬ 
ing the player to shoot fire¬ 
balls as well as other effects 
are just waiting to be found. 

Weapons aren't the only 
objects to be found, since 
potions and keys are also 
strewn throughout the dun¬ 
geon. Potions have a variety 
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After a slow start, RPG development seems to be picking up speed, with some great games due from some of the world's best 

software houses. Unfortunately, these games seem to take a long time coming, often because companies don't think RPG's are 
as popular over here as they are in Japan. However, be patient, there's a lot of amazing titles coming this way (eventually). 



FIIIAl FANTASYVII 

Sony may be taking their time 
translating this game due for 
end-of-year release, but it's 
going to be worth the wait. 
With three adventure packed 
CD's and amazing polygon 
graphics, it's looking to be No 
1 on the RPG fan's wish-list. 


ClSTimHIA x 

Konami's first 32-bit episode 
of their long running 
Castlevania series mixes 2D 
action with RPG stats and 
powerups. Should be a must 
for retro gamers who like 
their action with plenty 
of depth. 


BMATH Of FIM III 

Capcom enter the PlayStation 
RPG arena with this fantastic 
looking PlayStation sequel to 
their Breath of Fire games on 
the SNES. Featuring texture- 
mapped 3D polygons and 
dynamic camera views, this 
should be one to watch. 


OUmOHKffPfR 

After Theme Park, here comes 
Theme Dungeon. Bullfrog's 
next gaming extravaganza 
will allow the player to create 
a dungeon complex and then 
populate it with monster and 
traps. For the player wanting 
something more original. 


































of effects when taken, from 
healing wounds to neutralis¬ 
ing poisons. Keys come in 
red, silver and gold flavours 
and are used Doom-style to 
open all the relevant 
coloured doors on a level. 
But with the fiendish level 
designs by some of the coun¬ 
try's best games players, 
finding and using them will 
be anything but easy. 


Lights! 


Deathtrap Dungeon's level 
design looks like it should do 
fantasy gaming proud, with 
plenty of traps and puzzles to 
slow down (or stop) the hero. 
The traps start simply 
enough with collapsing floors 
and dart throwers, but get 
progressively deadlier and 
sneakier as the game pro¬ 
gresses. Sliding floors, fire¬ 
balls and pendulums all make 
an appearance, and even 
combination traps which look 
like one kind, but are in fact a 
red herring concealing a 
more deadly pitfall. No dun¬ 
geon would be complete 
without secret areas, and the 
game should have plenty, 
with hidden lifts giving 
access to extra rooms and 
floors. These will usually be 
found by pulling a lever, or 
even a series of them in a 
particular order. The levels 
have a lot of variety in their 
themes as well, and include 
sewers, a circus and a hive 
populated by giant golden 
insects. You're also constant¬ 
ly reminded of the light 
sourcing in this game. Rather 
than walking through under¬ 
ground tunnels which just 
happen to be lit up by no dis¬ 
cernible method. Deathtrap 
Dungeon is dark. To avoid 
constantly bumping into 
walls and getting killed by 
unseen enemies the player 
has their own light. Instead 
of a regular lantern or torch, 
the character has a glowing 






ball of light which flies 
around them, illuminating 
the way ahead. That's not to 
say there aren't other light 
sources around, in the form 
of braziers and the like which 
make some rooms very bright 
indeed. However, there are 
still a lot of darkened corri¬ 
dors, with plenty of monsters 
hiding in them. 

While each of the levels 
looks incredibly detailed, 
amazingly there should be 
little, if any difference 
between the PlayStation 
and PC versions. The 
only significant change 


is that the levels have had to 
be split up into smaller ones 
so that they can fit into the 
PlayStation's memory. 
However, this won't detract 
from what is looking set to 
be a fantastic game, and one 
which should draw in both 
role-playing and videogame 
fans. With a huge challenge 
to be completed, and some 
of the country's foremost 
gamers behind it, this could 
be a game to watch out for. 


Was it easy to watch your book being 
turned into a videogame? Did you have to 
exercise creative control at some points? 

Deathtrap Dungeon was first published in 
1984, but until the PlayStation arrived the 
technology wasn't around to create the 3D 
world realistically enough. Some of the 
fantasy games that came out on 8 bit and 
16 bit machines looked terrible. Now I'm 
happy. I've had a lot of creative control. I'm 
sure the programmers and artists are sick of 
me making small changes all the time. But if 
you are passionate about something, you 
have to do it right. 

With the rise of videogames, do you feel 
that traditional role-playing and tabletop 
gaming will sadly become superseded? 

I don't think role-playing and tabletop 
gaming will die. It's just a different thing to 
do. The enemy against traditional gaming is 
time. These days it seems harder to get a 
group of people together on a regular basis 
to play a role-playing campaign. It's hard 
even to find time to read a hefty rulebook. 
And they can be quite complex. I think the 
simplicity of the combat system and solo 
play really helped Fighting Fantasy. This has 
been incorporated into the videogame. 
Deathtrap Dungeon will be very intuitive to 
learn but will have great depth of gameplay 
and be very hard to beat. 

It's nice to see that the Pit Fiend and the 
giant scorpion have made it into the game. 
Was there a conscious effort to make the 
game as close to the book as possible? 

I've tried to get as many of the book's char¬ 
acters and incidents into the videogame as 
possible. The Bloodbeast and friends are all 
in here. But the game is much, much bigger 
than the book. The dungeon itself is HUGE. 
The weapons go beyond swords and axes 
with the additional ranged weapons. 
Creative license has added magical flame 
guns, rocket launchers and my own 
favourite, the exploding pig. Pick him up, 
pop him in your backpack and when a nasty 
creature gets in your way toss the piggy at 
him. Like a homing pigeon, he runs towards 
the creature squealing like crazy and 
explodes in his face. No more creature and 
alas, no more piggy. The Blue Imps are good 
too, stabbing you in the foot with their 
knives and forks. Then there's the flying 
turtles to ride on... I could go on forever. 

Will there be other games based on 
Fighting Fantasy books, or maybe even 
some Games Workshop games? 

The next book we are looking at is City of 
Thieves. 

Whatever happened to your old collabora¬ 
tor Steve Jackson? 


Steve and I have been friends since school. 
For the last year or so he's been writing 
about games in the Saturday Telegraph. But 
he's about to get involved in a new comput¬ 
er games venture himself which is going to 
be very interesting. We still play games 
together every week or so. You can't keep 
an old gamer down! 


FIRST SIGHT 





















Sir Dan 
Fortesqueis 
Medievil's 

UNLIKELY 

hero. Being a 

REANIMATED 
CORPSE DOES 
HAVE ITS 
ADVANTAGES, 
SINCE WHILE 
YOU CAN BE 
DESTROYED, 
YOU'RE 
ALREADY 
DEAD, SO 
WHAT DO YOU 
HAVE TO LOSE? 
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jpB here have 
been a 
strange 

videogame heroes 
throughout the years, but a 
controllable corpse has to be 
one of the weirdest. Now, 
thanks to developer 
Millennium, an undead char¬ 
acter is yours to command in 
the forthcoming game 
Medievil, set in a medieval 
land which has been locked in 
perpetual night by the evil 
sorcerer Zarok. After sending 




Release: Autumn 
Company: Scee 
Price: TBA 
Players : 1 
Genre : Arcade 




the innocent populace to 
sleep, he stalks across the 
land, stealing magical energy 
from the minds of his slum¬ 
bering victims. With all this 
powerful magic flying around 
though, Zarok starts leaving 
a trail, which seeps into the 
ground and starts 
reanimating the 
dead. One such 
corpse is Sir 
Daniel 

Fortesque, a 
heroic knight 
who has decayed 
to a skeleton inside his suit of 
armour. Wishing to return to 
his eternal rest, Dan takes up 
his sword and follows the 
trail of magic in order to 
catch and defeat the evil 
wizard. But first, being in a 
graveyard, there are numer¬ 
ous zombies who have to be 
dealt with, since they've also 
been resurrected by the 


magic. And they aren't as 
nice as Dan... 



X, %J/ r an 

1 ’ **t h r o u g h a 1 


Medievil is essentially an 
action adventure which owes 
more than a passing debt to 
Capcom's classic 
2D platformer 
Ghouls and 
Ghosts. Both 
games have a 
ero running 
and jumping 
fantasy land, 
taking on a wide variety of 
monsters with a selection of 
weapons. This being the 
PlayStation, Medievil is in 
glorious 3D, with atmos¬ 
pheric lighting all over the 
place, and graphics so good 
that you won't believe some¬ 
one other than Namco has 
managed to do them. Dan 
can move in any direction 



through the 30 levels, some 
of which are so massive that 
it's a wonder they managed 
to fit into the PlayStation. 
Unlike Tomb Raider or 
Resident Evil, the view isn't 
fixed behind the character or 
even made up of multiple 
fixed cameras. Instead there 
are multiple moving cameras 
which follow Dan's move¬ 
ments as he travels through 
the game, so the player 
needn't worry about control¬ 
ling the camera himself or 
whether the character is 
going to suddenly disappear 
from view. This camera 
system also makes the game 
a very cinematic experience, 
with the cameras set at 
atmospheric angles or 
swooping down and follow¬ 
ing Dan as he walks through a 
door or archway. It also 
shows off the graphics 
brilliantly, with the scenery 































looking quite superb as Dan 
goes on his travels through a 
wide variety of locations. 
They include the graveyard, a 
spooky village, an (almost) 
deserted battleground, an 
asylum, a forest and even a 
flying ghost ship before Dan 
can reach his destination, 
Zorak's stronghold. Each of 
these levels have incredible 
amounts of detail, including 
weather effects and great 
lighting, little touches which 
show just what a high-quality 
product this is going to be 
once it's finished, and it 
should play well too. While 
the game is easy to pick up 
and play and requires Dan 
doing a lot of running and 
fighting, there are puzzle 
elements demanding a fair 
bit of brainwork in order to 
proceed through the game. 
That said, as with all games 
of this ilk, the weapons are 
always important. 



Dan might start the game 
with a big sword, but there 
are many other ways to skin a 
zombie. Weapons abound 
throughout the game, and 
are found either by smashing 
open chests or by fulfilling 
special tasks. There are 13 to 
be found in all, some com¬ 
mon to all areas, others only 
found in specific locations. 
They range from melee 
weapons in the form of 
swords (including a glowing 
magical blade) and an axe, to 
various types of projectile 
weapons. The dagger and axe 
will be familiar to Ghosts and 
Ghouls fans, being thrown in 
a quick straight line and a 
curving arc respectively. 

More original (and deadly) 
are the other missile 
weapons such as the cross¬ 
bow and longbow, which 
leave arrows sticking out of 
their victims, leading to 





The LIGHT¬ 
NING BOLT IS 
AN EXCELLENT 
WEAPON THAT 
REQUIRES 
LITTLE IN THE 
WAY OF AIM¬ 
ING THANKS 
TO ITS HOMING 
CAPABILITIES. 

Below you 

CAN SEE THAT 
THE MULTIPLE 
CAMERAS ADD 
TENSION TO 
DAN'S TRIP 
THROUGH 
THE SLEEPING 
VILLAGE. 



chuckles galore when the 
enemy is running away with a 
few arrows sticking out of his 
behind. While the crossbow 
fires three shot bursts, the 
longbow manages to home in 
on its target and has flaming 
arrows. But at the very top 
end of the offensive spec¬ 
trum are the lightning bolts, 
trident and shield. Lightning 
is built up by pressing the 
attack button, and once 
released fires three bolts of 
doom which home in on the 
enemy. Care must be taken 
however since if the energy is 
built up for too long it will 
fire automatically, and if 
there are no foes around the 
bolts will home in on Dan. 

The trident is a very powerful 
weapon, and as such it's 
immensely difficult to get 
hold of. This is worth it 
though because it fires 
guided bolts of energy, and 
can be charged up to fire an 






immensely powerful but 
unguided blast. These prized 
weapons can be stolen by 
Imps, little sneaky demons 
who run around making Dan's 
life a misery. If one manages 
to nick his weapon, Dan is 
reduced to ripping his arm 
off and using it to beat the 
little blighters to death in 
order to retrieve his stolen 
property. Potions can also be 
picked up and have a variety 
of effects, including turning 
Dan into a fire-breathing 
dragon for a short time. 


The levels are just as varied 
as the weapons. Two in par¬ 
ticular stand out, featuring 
Dan in forced scrolling stages 
similar in concept to the 'hog 
ride' in Crash Bandicoot. One 
has Dan surfing down a 
muddy hill on the back of a 
shield, pulling off some great¬ 
looking jumps and turns. The 
other is a touch more tense, 
with the knight having to run 
from a huge, deadly creature 
called a Jabberwocky, avoid¬ 
ing trees and other obstacles. 
Other stages have yet to be 
confirmed but may include 
controlling Dan's sidekick 
Morten the earthworm. 

What this all adds up to is a 
game which, on the basis 
of its great graphics 
alone, could be up there 
with the Christmas big 
boys. If the gameplay 
can match up to the 
looks though, we 
could be look¬ 
ing at a real 
classic. 


There's a definite Tim Burton feel to 
Medievil. Developer Millennium has 
admitted that Burton's animated film 
The Nightmare Before Christmas was one 
of the main influences for the game. It can 
definitely be seen in the looks department, 
with the monsters in particular having that 
ghoulishly funny quality which can be seen 
in Nightmare, as well as Burton's other work 
such as Beetlejuice and Edward Scissorhands. 


The black humour owes much to Burton as 
well. There's a living gallows which uses the 
man hanging from it to hit Dan, a headless 
torso that rolls across the ground, and a 
boss made of living glass which bursts from 
a window. In conjunction with the thrilling 
and enthralling music, the feel is 
definitely like being inside an ani¬ 
mated film peopled 
with Burton 
creations.® 
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From typing 

IN BASIC COM¬ 
MANDS SUCH 

as 'Get Key' 
and 'Open 
Chest' to the 

VISUAL FEAST 

that is Final 
FANTASY VII. 
The develop¬ 
ment OF THE 
ADVENTURE 
GENRE IS 
LINKED MORE 
CLOSELY TO 
THE TECHNICAL 
ABILITIES OF 
THE CURRENT 
HARDWARE 
THAN ANY 

other. With 

EVERY NEW 
SYSTEM , 
ADVENTURES 
WERE ALWAYS 
THE FIRST 
GENRE TO 
PUSH THEM AS 
FAR AS THE 
DEVELOPERS 
COULD. 


RIBIl STAR RRIBIRS 

A little known Spectrum 
game which deserved 
more credit than it 
received. Married icon 
control with a superb 
strategic element. The 
nearest a game ever got to 
cult status with users... 


IBRBS Bf MIDNIGHT 

Mike Singleton's epic for 
the ZX Spectrum boasted 
32000 locations (mostly 
the same), yet was one of 
the first mixes of adven¬ 
ture and war genres. It also 
showed signs of non-lin¬ 
earity in the genre. 


mhma 

Legend's take on the 
adventure theme viewed 
the action from afar, and 
also took the idea of free 
thinking characters one 
step further. The game 
suffered though, as Thor 
and co wandered off. 


KINE’SBBIST 

Roberta Williams' first in 
the on-going Sierra series 
added a new user interface 
to the adventure genre. 

For the first time ever, 
the player guided their 
on-screen alter ego around 
the static locations, thus 
saving typing time. 


win kinbbbm min 

Although not as deep as 
The Hobbit before it. Twin 
Kingdom was the first 
game to boast pictures for 
every location. The adven¬ 
ture itself, though, was 
small - because of the 
amount of graphical data! 


MHOBBII 

The first adventure game 
to offer pictures of its 
locations. The characters 
were also reckoned to be 
independently behaved. 
But weren't. Gandalf 
would just sing if the pars 
er failed to understand. 


COIBSSRI ROVtNJURl 

The first of its kind. A text 
adventure, with minimal 
locations and parser. 


PYjmmm 

With collecting objects 
now a common factor in 
adventures, Mikrogen 
added the idea to the 
platform genre for the 
first object-based 
arcade/adventure. 


THtHUlK 

Scott Adams 
was a key 
player in 
the early 

days of adventure games, 
and among his many titles 
came the first 'populist' 
licence: based on Marvel's 
The Hulk, with Spiderman 
hot on his heels. 


As kings of the 8bit 
licence, Ocean try their 
hand at everything. They 
even used the popular 
arcade/adventure idea as 
a basis for their James 
Clavell licence. Albeit 
badly. Clavell's tale was 
reduced to a game where 
the player strolled around 
bartering with locals. 
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It seems inconceivable, but Final Fantasy VII is descended from a game where 
the player’s input was limited to typing instructions. The adventure game has come a 
long way since the faltering days of Infocom and Level 9, and as the release date of 
Sony’s PAL version of Final Fantasy grows closer, we pay homage to a genre which 
has always been viewed as the domain of anoraks and D&D fans... 




MUM UMRWOMO 

The long-running 
' series reached 
new heights, as 
the developers 
added a 'proper' 3D map 
to the basic RPG engine. 
For the first time, the 
action could be explored 
in the first person. 


SHMOWfIM 

Shadowfire was 
novel for two rea¬ 
sons. First of all, ** 

it was completely ' 
icon-driven, and 
secondly because four 
characters came under 
the player's control. 


ounefon mm 

The game the 
Atari ST was 
built for. Like 
Shadowfire , there F 
were four heroes to con 
trol. But the ST's 16bit 
power also allowed for 
stunning 3D graphics. 


FINAL FANTASY VII 

The culmination of years of evolution. 
The Final Fantasy have a special place in 
the annals of adventures and RPGs, but 
the unique PlayStation instalment is by 
far the greatest game to grace Sony's 
machine to date. Movie-style graphics, 
turn-based battles and a quest which 
outlasts all the other games shown here 
put together. 


SAM AND MAH 

By now, Lucasarts were on 
a roll, and Sam and Max 
was one of the first of 
theirtitles to boast movie- 
style intros and cutaway 
scenes. Monkey Island3 
is set to earn them even 
more fans. 


MONHFY ISLAND 

Lucasarts eventually stole 
Sierra's 'Adventure Kings' 
crown as they simplified 
the genre's control sys¬ 
tems further. Now instead 
of typing, the player point 
ed to the verb and item 
they wanted to interact 
with. Brilliant. 


nummsi 

This Super NES Zelda spin¬ 
off went one better than 
the Nintendo series, with 
the first addition of a 
party-based adventure. 
Each hero boasted special 
skills to be exploited in the 
course of the game. 


Hewson's Avalon resem¬ 
bled a rough Knight Lore 
clone, but was in fact a 
clever attempt at making 
adventure games more 
immediate. Spells and 
potions played a major part 
in this ground-breaking 
quest. The controls left a 
lot to be desired though. 


It took Nintendo to cross 
arcade/adventures with 
RPGs properly. The on¬ 
going Zelda series were 
deep in puzzles, while the 
action looked as cute as 
any other NES or Super 
NES game. 


Final 

Fantasy VII: 
The new 

ADVENTURE 

BENCH¬ 

MARK. 


From one-word 
parsers to control 
over the intricately 


designed sprites — 
over tens years of adven 
ture game progress. 










FIRST SIGHTI 





arisa 

. "jgfev 9 reprehensible 
act any 
right-minded 

person would be completely 
opposed to in real life. 
However, it's completely 
justifiable when it's in the 
context of a videogame isn't 
it? Command and Conquer 
made a nation of right-mind¬ 
ed gamers into power-hungry 
generals, but while it's all 
very well sending tanks and 
commandos over the top, 
there's also something to be 
said for commanding an army 
of bloodthirsty ores. Warcraft 
//will give that opportunity, 
being a conversion of the PC 
classic which takes place in a 
fantasy world where a war 
rages between humans and 
ores. Taking control of either 
race, the game 
requires planning 
management to 
used as well as 


The 

PlayStation 
version OF 
Warcraft II 
HAS A SELEC¬ 
TION OF NEW 
RENDERED 
SEQUENCES 
WHICH WERE 
NOT SEEN 
BEFORE ON THE 
PC VERSION. 



Release : 

: JULY 

Company : 

: Ea 

Price : 

: £44.99 

Players : 

1-2 

Genre : 

: Strategy 




battle strategies. In order to 
create troops and installa¬ 
tions, peasants much be used 
to mine gold, chop wood and 
build farms to create food. 
With these three commodi¬ 
ties, soldiers can be pro¬ 
duced and after some struc¬ 
tures like barracks and a 
blacksmith's have been built, 
the options increase. With 
the increase in buildings, 
soon Elven archers, cata¬ 
pults, magicians, boats and 
even airships can be created 
and used in battle. The addi¬ 
tion of boats and submarines 
takes the combat to the 



ocean, while airships are 
used as scout craft to spy on 
the enemies' progress. This is 
all done through the similar 
point and click system seen in 
Command and Conquer , but 
with the addition of extra 
menus which pop up when a 
unit is selected. Various 
actions can then be selected 
from the menu such as patrol, 
guard and of course, attack. 
Mouse control is as yet 
unconfirmed, but there will 
be a two player link-up 
option enabling players to 
fight or co-operate with each 
other. There will be over 52 




levels in the finished game, 
with different campaigns 
for the human and ore 
armies. This, as well as a 
customisable level option, 
means that Warcraft II will 
have a great deal of longevi¬ 
ty, as well as offering a dif¬ 
ferent spin on the strategy 
warfare genre. If the 
PlayStation conversion 
can reach the same standard 
as the award-winning PC 
original, then we could be 
in for some cracking battling 
fun. As well as being able 
to massacre a horde of 
ores, obviously. 
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iat's it like working 
3 video games store: 
am job or big job 
won't flush? We 
t Andrew Holmes to 
out. 
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SPECIAL REPORT 








oday I'm in a 
place where the 
PlayStation 
reigns supreme. 
Where you can - 
if you want to - 
play the latest 
video games 
absolutely free for as 
long as you want; 
Where just about any 
game you desire is 
instantly accessible and 
where people pop in 
and chat freely about 
the latest releases. It's 
like the Cheers bar with 
games and it is - amaz¬ 
ingly - HMV at London's 
Oxford Circus. 

It is also, of course, a 
place where angry pun¬ 
ters ring up demanding 
money back for the 
N64 they bought at 
full price; Where play¬ 
ing posts are occa¬ 
sionally attacked by 
hacksaw-wielding 
would-be thieves and 
where you probably 
have to listen to 
Damage's version of 
Wonderful Tonight 
on the in-store 
radio. But that's a 
small price to pay 
for 'Cheers With 
Games'. What's 
more, today is the 
day Soul Blade is 
released which 
pretty much 
means today is 


like 'Cheers With Games and 
the Spice Girls Thrown in for 
Good Measure'. Today is a 
good day to be at HMV 
Oxford Circus. Lucky then, 
that we chose today to delve 
behind the scenes of a video 
games store, to spend a day 
with the good folk of HMV 
and find out just what it's like 
in the games frontline. 

9 *ZA«** "We've sold 
♦ ^U SHU four things 
so far,"says Jon. "And three 
of them have been Soul 
Blades ." 

Jon is the consoles expert 


for HMV's flagship store. The 
eagerly-awaited 'Tekken with 
weapons' goes on sale today 
and already it's selling faster 
than the proverbial warm 
gateaux. It's playing over the 
massive in-store video wall 
and staff are bracing them¬ 
selves for a big day ahead. 

The PlayStation is (natch) 
the top console in HMV's 
portfolio. 'The Saturn’s 
gone."says store manager 
Jason. 'Practically altogeth¬ 
er. Even a title like Manx 7T, 


a big one. We did 20 of those 
tops. But a title like Soul 
Blade, we’ve got 500 in and 
they'll go within two weeks. 
Machine-wise we've sold at 
least 10 times as many 
PlayStations as Saturns. As 
far as the N64 goes, it'll 
never overtake the 
PlayStation for us because of 
the amount we've sold and 
the amount of titles out, but 
it's ticking over nicely." 

The main problem, he says, 
is there aren't enough games 
for the Nintendo machine 
and those available are too 
expensive. 'There's a lot of 


interest since the price of the 
console went down but peo¬ 
ple still go, 'it's a lot of 
money for the game', so I 
think it’s probably going to 
tail off after this wave." 

-j ... Should you be 
XUSUH passing HMV at 
around 10 in the morning, 
use your time wisely by pop¬ 
ping in and playing on one of 
their playing posts for as long 
as you can. This will probably 
be the only chance you'll get. 


Shortly after the store 
opens customers begin to 
drift in and magically gravi¬ 
tate towards the playing 
posts. The word 'customers' 
is a loose interpretation in 
this case since they rarely 
come within a mile of actual¬ 
ly buying a game. They don’t 
need to. After all, they can 
play them absolutely free at 
HMV. One of the playing 
posts is stranded towards the 
side of the counter. It was 
the victim of a hacksaw 
attack and a controller hangs 
off forlornly. The rest of the 
posts are quickly filled. 


"We used to have a prob¬ 
lem with down and outs com¬ 
ing in and playing on them all 
day,"says Jason. '1 think 
word must have got round 
and it got to the point where 
every post had some guy 
standing at it with blankets 
and stuff around his feet." 

Do you ever politely ask 
people to move on? 

'Sometimes. Not in the 
week, but on a Saturday if 
there's a big crowd gathering 
we'll perhaps ask people to 

















let somebody else have a go." 

It's around 10am that 
Systematic Man comes in. I 
give him this name because 
he tries out every playing 
post game in turn. His day 
begins with Mario 64. 

By 11am all the 
IXaill staff have 
arrived for work. Today's 
complement is seven and 
between them they man the 
Information Desk and Paying 
Till. I decide to hang around 
the Information Desk since I 
have a hunch this is where the 
real action is. I'm soon proved 


made his way over to the 
Wave Race post. 

11.30am “ 

speak to Roger who's at the 
Paying Till, feeding copies of 
Soul Blade to a steady stream 
of customers. 

'It’s not too busy in the 
week/'he tells me during a 


(Right) 

THE REAL 
STAFF AT 

HMV. If you 

SEE THEM IN 
THE STREET GO 
AND ASK THEM 
WHEN MDK'S 
OUT. CO ON, 
DARE YA. 


We get the same questions all the, 
time: whens Mario,Kart out? Whens,, 
ISS Pro out? Whens Soul Blade out? 



12noon 


right because the phone rings 
and Stewart, who’s replaced 
Jon, who's gone off to do a 
window display, answers it. 

"That was somebody asking 
when Mario Kart's coming 
out," he says putting the 
phone down. 'We get the 
same questions all the time: 
When’s Mario Kart out? 
When's ISS Pro coming out? 
Oh, and for the last few 
weeks it's been, when's Soul 
Blade coming out?" 

Systematic Man has now 


quieter moment. 'On 
Saturdays we're constantly 
busy but in a sense the 
atmosphere's better." 

Que? 

"Well, on a weekday all the 
suits are coming in and 
they're stressed out from 
work or their tube journey or 
whatever. But on Saturdays 
people are out to shop. 
They've got more time and 
they're more mellow." 

Obviously only half an 
hour’s passed, so Systematic 


(Left) 

It's ALL IN A 

Man's still on Wave Race. 

day's work 
at HMV... 

11.39am X 

STACKING THE 

is the Thick Customer Magnet 

SHELVES , 

of the group. He got the 

MOPPING THE 

bloke who insisted on buying 

FLOOR, LUG¬ 

a Nintendo CD. He gets the 

GING COPIES 

women who - God bless 'em - 

of Soul Blade 

go present hunting for their 

about. Well, 

boyfriends, pick up a 

IT WAS FOR 

PlayStation game and say. 

THE BENEFIT 

'will this work on his PC?" 

OF THESE 

Somebody comes in and 

HIGHLY CON¬ 

asks when MDK's coming out. 

TRIVED PIC¬ 

Systematic Man's still on 

TURES ANY¬ 

Wave Race. 

WAY. 

11.45am it 


the security guard. 

'What are you looking out 
for then?" 1 say. 


"Thieves." 

1 guess 1 asked for that. 


Nevertheless, I blunder 
gamely on. 'Yeah, but what 
specifically are you looking 
out for?" 

'Criminals." 

Despite this less-than- 
promising start to our rela¬ 
tionship, Graham and I get on 
famously. He lets me off the 
hook and goes on to explain 
that what he's really on the 
lookout for are people trying 
to rip the security tags off 
the games. PlayStation 
games are hit hardest - most 
popular, see - and they tend 
to get nicked by people 
wanting to sell them on 
rather than hard-up gamers. 
"We get a lot of druggies in 
here,"says Graham darkly. 

His favourite bit of the shop 
is the door. 'There's more 
action there" he grins. And 
before I can ask whether he's 


















HMV's Big Day In 

Working in a video games store is hellish at the best of times. But when cus 
tomers are lured in by free posters and the chance of winning stacks of soft 
ware, the nightmare gets a great deal worse. The launch of a game is often 
accompanied by an in-store promotion of some description, to generate 
hype for the product and attract the attention of the average PlayStation 
gamer. Rebel Assault 2 was no exception and at the beginning of May HMV 
Level One celebrated the game's PlayStation debut. Before the event 
PlayStation Plus was promised stormtroopers roaming through the HMV 
aisles and much Star Wars malarky to enjoy. In actual fact, the promotion 
amounted to little more than a cardboard cutout of Chewbacca and a few 
posters, given away free to anyone brave enough to play the game. But 
the punters still rolled in, obviously tempted by the free Boba Fett pin 
ups but more likely drawn to the rousing Star Wars theme tune blaring 
through the PA. 

PlayStation Plus grabbed the chance to interrogate them, asking the 
camera-shy consumers what sort of games they’re into and generally 
giving them a hard time. 



Andrew Knowles, aged 7 4 

Amazingly Andrew claims '1 don't really like Star Wars", and 
that "RebelAssault2 is easy to control". Weird! Then again 
he doesn't own a PlayStation, but is looking to buy one 
soon. '1 don't want a Nintendo 64 because there aren't 
enough games for it." Maybe he's not so odd after all. 


ever nicked anybody 
famous, he's off. 

I've lost sight of 
Systematic Man. Oh no, 
there he is. He's moved on to 
Shadow of the Empire. 

12noonwh". d09 

bone I decide to pursue the 
'famous people' line of 
enquiry, and take my question 
to Jon. Lots of famous people 
buy their games at HMV, it 
turns out. Lee Evans, Ruud 
Gullit (who bought a 
PlayStation - and how cool is 
he?), Sean Pertwee and, erm, 
Shane Ritchie. Even more erm, 
the woman who used to play Lou 
Beale in Eastenders. 

Roger later adds Danny Baker 
to the list, but isn't sure whether 
he owns a PlayStation. '1 know 
he’s got an N64 though. I sold it 
to him." 

Somebody phones and asks 
when Mario Kart 64's coming out. 


Paul Bennett, aged 50 

Mature gamer Paul has had his PlayStation for almost two 
years and owns twenty games. "Doom is my favourite and 
I've just got Exhumed which I liked very much."He also 
lists Tekken 2 among his most-played games, and is up for 
challenging young upstarts in a quick one-on-one. 


' Barry Pointer, aged 79 

"I've got about seven games for my PlayStation and 
Micro Machines V3 is my current favourite." Barry has 
So/ * owned his import Playstation for ages but hasn't 

bought that many games because import software is so 
_lexpensive. If only he'd waited for the PAL release... 






Serei Skievic, aged 15 

Serei can’t decide on his favourite game and therefore J 
claims he likes anything. '1 like Micro Machines V3 and 
beat 'em ups like Tekken, but not Soul Blade." Sorry? 

"No, I don’t like Soul Blade”. Right. And have you had 
your PlayStation long? "No". Oh. 

Alan Bell, aged 50 

Alan has been through two PlayStations. '1 had usual 
problems with CDs skipping", he sighs, 'but I've had this 
machine for just over six months and it's still okay." Even 
if it does pack in his son owns a PlayStation, so he can 
still squeeze in a quick game of Destruction Derby 2. 

Ian Cough, aged 26 

Ian is a fully paid up member the Doom fan club, saying 
the reason he loves Final Doom is because 'It's really, really 
hard."He also likes Formula 7 and is looking forward to the 
sequel. He should be pretty pleased with this month's 
exclusive preview then. 

Sophie Dalmon, aged 28 

Look! Proof that female gamers exist! French mademoiselle 
Sophie is looking for games to use on her boyfriend's spank 
ing new PlayStation, so is there anything in particular she’s 
looking for? '1 think I'll buy Soul Blade”. Hmmm, good choice^ 


I lt's around this 
*vD time I become 
aware of a regular who's been 
hanging around for a while. 

Contrary to what you might expect, 
HMV has a whole crop of familiar 
faces who pop in from time to time. 
'It surprised me when I first came 
here, "says store manager Jason. 

'But yeah, we get lots of regulars 
coming in. They like to test out the 
games and have a chat. It's quite a 
homely atmosphere really." 

This one regular is involved in an 
ongoing - and friendly - dispute with 
the staff who, he claims, persuaded 
him to buy a Saturn. Having realised his 
mistake he's now trying to decide 
whether to buy a PlayStation or N64. 
'But I haven't forgiven these guys for 
selling me a Saturn,"he says, pointing 
at the staff who seem to find his plight 
highly amusing. 

1 The HMV staff are 

nothing if not 

accommodating. Ask them to play a 
game and they'll happily set it up for 
you, offer advice on alternatives, that 
sort of thing. 

Their advice is lost on The Regular, 
though. He's leaning towards buying 
a PlayStation because, he says, his 
boss owns one and he wants a pro¬ 
motion. We’re all open-mouthed 
with disbelief. 

'It sounds twisted but believe me 
it works." He argues. 'You swap 
games, get pally. You get interac¬ 
tion with them." 


Terry Rumbold, aged 30 

i • Despite his rock hard looks Terry is an avid gamehead. He's 
hi had his machine for a year and agrees with fellow punter Alan 
Bell that "Destruction Derby 2 is good."He’s well into racing 
games then, and is looking to feed his hunger with Twisted 
_ Metal World Tour. 


TheRe 9 u,aris 

0 t P%jpiR trying to set up 
a two player Mario Kart 64. 

'Oi Lee," he says to an assis¬ 
tant. 'Set up another controller 
for us would you?" 

"No,"says Lee. 

'Why not?" 


'Because we're not a free 
games arcade." 

"Yes you are. You're the 
people's arcade." 

He's right, of course. 

2.30pm xr 

Blade comparison test is 
being carried out. The jury 
stays out as to which is the 
better game. 

Somebody comes in and 
asks when Rage Racer's com¬ 
ing out. 


Much time has 
passed. Lunches 
have been taken, regulars 
have come and gone and the 
people manning the playing 
posts have changed 
(although not that much). 

The Regular has gone but 
only after finally deciding to 
buy a PlayStation. The per¬ 
suading factor was his love of 
Soul Blade and according to 
Jason he wasn’t the only one. 
"We've sold a few 
PlayStations today just on 
the strength of that game," 
he says. By this time they've 
shifted 57 Soul Blades which 
is better than any launch 
except, perhaps, Actua 
Soccer. It's going well. 


4.48pm SSSr 

afternoon to start complain¬ 
ing about the N64 price drop. 
Not surprisingly, some pun¬ 
ters are highly narked 
because they paid the full 
monty only to see the price 
drop by a whopping £100 
soon after. There's at least 
one personal visit and half a 
dozen phone calls which staff 
have to deal with as best 
they can, usually passing the 
customer on to the Nintendo 
Customer Line which - this 
afternoon, anyway - is not 
being answered 
"We've got to make excus¬ 
es for Nintendo,"says 
Stewart. "And we have to 
take all the flak. People 
bought their machine from 
here so they blame us, but 
there's nothing we can do. 
There were guys here who've 
been stung as well." 


Towards the 
end of the day 
things quieten down, but I'm 
reliably assured they get 
more frantic when the Soul 
Blade- hungry masses finish 
work and pile down to HMV 
for their fix. Time for me to 
go, I think. And as I'm gather¬ 
ing my stuff to leave, one of 
the staff says to me, 'When's 
this coming out?" 
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EXHUMED 

29.99 


SOUL BLADE 

34.99 


RIDGE RACER 

17.99 


TEKKEN 

17.99 


ALIEN TRILOGY 

19.99 


DARK FORCES 

29.99 


PLAYSTATION GAMES 

• = NEW ITEM, xx% = REVIEW SCORE 
(TAP) = MULTIPLAYER VIA MULTITAP (LINK) = 
MULTIPLAYER VIA LINK CABLE, (ANL) = 
FEATURES ANALOGUE CONTROL 

10 PIN ALLEY.36.49 

2 EXTREME .29.99 

ACTUA GOLF 94% .33.99 

ACTUA GOLF 2 • 31.99 

ACTUA ICE HOCKEY • 31.99 

ACTUA SOCCER 94% .31.99 

ACTUA SOCCER CLUB EDITION • .34.99 

ACTUA SOCCER 2 • .31.99 

ACTUA TENNIS* .31.99 

ADIDAS POWER SOCCER 95% (TAP) .35.99 

ADIDAS POWER SOCCER INTL 97 * 34.99 

AIR COMBAT 88% (ANL) .17.99 

ALIEN TRILOGY 94% .19.99 

ALLSTAR SOCCER * .37.99 

ANDRETTI RACING 87% (LINK) .34.99 

AREA 51 (PLG) .31.99 

ARMS RACE* .31.99 

ATARI GREATEST HITS .27.99 

BATMAN FOREVER COIN-OP .34.99 

BATTLE ARENA TOSHINDEN 89% .17.99 

BATTLE STATIONS.33.99 

BLAZING DRAGONS .28.99 

BREAKPOINT 2* 36.99 

BROKEN SWORD 90% 33.99 

BUGGY* .31.99 

BUST A MOVE 2 90% .19.99 

CHRONICLES OF THE SWORD .33.99 

CITY OF THE LOST CHILDREN 90% 37.49 

COMMANDS, CONQUER 91% .35.99 

COOL BOARDERS 91% .33.99 

CRASH BANDICOOT 92% .37.99 

CROW: CITY OF ANGELS .34.99 

CRUSADER NO REMORSE 80% .34.99 

CRYPT KILLER + HYPERBLASTER GUN • 49.99 

DARK FORCES .29.99 

DARKLIGHT CONFLICT *.36.99 

DESTRUCTION DERBY 93% (ANL, LINK) ... 17.99 


DESTRUCTION DERBY 2 91% (ANL) .36.99 

DIE HARD TRILOGY 93% (PLG) .34.99 

DISCWORLD 2 .38.99 

DISCWORLD 74% .35.99 

DISRUPTOR 82% .32.99 

DOOM 93% (LINK) .32.99 

DUNGEON KEEPER .34.99 

EXHUMED .26.99 

EXTREME SPORTS .29.99 

FADE TO BLACK 90% .18.99 

FIFA 96 (TAP)* .18.99 

FIFA 97 (TAP).31.99 

FINAL DOOM (LINK) 90% 27.99 

FIRO AND KLAWD 89% .29.99 

FORMULA 1 94% (ANL, LINK) .38.49 

GUNSHIP 2000 90% 24.99 

HEXEN .27.99 

HI OCTANE 80%.16.99 

INCREDIBLE HULK.31.49 

INDEPENDENCE DAY.34.99 

INT’L MOTO CROSS .34.99 

INTL SUPERSTAR SOCCER DELUXE 95% 29.99 
INTL SUPERSTAR SOCCER PRO 90% .. .34.99 

INTL TRACK AND FIELD 85% (TAP).33.99 

IRON 8, BLOOD 83% .29.99 

JET RIDER 85% .29.99 

JOHN MADDEN NFL 97 (TAP) 81% .33.99 

JONAH LOMU RUGBY .34.99 

KINGSFIELD 82% .29.99 

LEGACY OF KAIN 93% 29.99 

LITTLE BIG ADVENTURE .34.99 

MACHINE HUNTER * .37.99 

MAGIC THE GATHERING .34.99 

MECHWARRIOR 2 90% .32.99 

MICRO MACHINES 3 94% (TAP) .37.99 

MONSTER TRUCKS .33.99 

MORTAL KOMBAT TRILOGY 92% 28.99 

MOTOR MASH* .34.99 

MOTOR TOON 2 (LINK) 84% 33.99 

MYST .33.99 

NAMCO MUSEUM VOLUME 1 .34.99 

NAMCO MUSEUM VOLUME 2 .32.49 

NAMCO MUSEUM VOLUME 3 84% .29.99 


NAMCO TENNIS SMASH COURT (TAP) ...33.49 

NBA IN THE ZONE 2 92% 34.99 

NBA JAM EXTREME 85% 34.99 

NBA LIVE 97 (TAP) 90% .34.99 

NEED FOR SPEED 2 .36.99 

NFL QUARTERBACK CLUB 97 (TAP) 80% ...29.99 

NHL 97 (TAP) 90% .29.99 

NHL OPEN ICE .....31.99 

ONSIDE SOCCER 85% 32.99 

OVERBLOOD * .36.99 

PANDEMONIUM 92% .32.99 

PETE SAMPRAS 

EXTREME TENNIS 90% (LINK, TAP).32.99 

PGA 96* 18.99 

PGA TOUR GOLF 97 .29.99 

PLAYER MANAGER .32.99 

PORSCHE CHALLENGE * 29.99 

POWER MOVE PRO WRESTLING 86% .32.49 

PREMIER MANAGER 98 * 31.99 

RAGE RACER .34.99 

REBEL ASSAULT 2.34.99 

RESIDENT EVIL 95% .33.99 

RETURN FIRE 84%.33.99 

RIDGE RACER 93% (ANL) .17.99 

RIDGE RACER REV 90% (ANL, LINK) .33.99 

ROAD RASH .18.99 

ROBOTRON X 81%.22.99 

SENTIENT * .34.99 

SIM CITY 2000 91% 35.99 

SOCCER 97 .35.99 

SOUL BUDE * .34.99 

SOVIET STRIKE 82% .29.99 

SPACE HULK - VOTBA .22.99 

SPACE JAM .35.99 

SPEEDSTER * 34.99 

SPIDER .31.99 

STAR GLADIATOR 81% .25.99 

STREETFIGHTER ALPHA 2 94% .31.99 

STREETFIGHTER ALPHA 93%.29.99 

SUIKODEN.31.99 

SUPER PUZZLE FIGHTER 2 26.99 

SYNDICATE WARS.34.99 

TEKKEN 2 95% .38.99 


TEKKEN 95% .17.99 

TENKA *.34.99 

TEST DRIVE: OFF ROAD.34.99 

TILT 89% .31.99 

TOBAL NO.1 92% .33.99 

TOMB RAIDER 95% 34.99 

TOP GUN .24.99 

TOTAL NBA 97 .32.99 

TRANSPORT TYCOON DELUXE .31.99 

TRIPLE PACK 

EXTREME SPORTS, BUBBLE BOBBLE, 

RAINBOW ISLAND 85% .44.99 

TRUE PINBALL 80% (TAP) .24.99 

TUNNEL B1 80%.26.99 

TWIN PACK 

BATTLE ARENA TOSHINDEN & WOR MS ... 36.99 
TWIN PACK 

BUBBLE BOBBLE 8, RAINBOW ISLAND .. .23.99 
TWIN PACK 

RIDGE RACER 8, WORMS .36.99 

TWISTED METAL WORLD TOUR 90% .33.99 

V-RALLY .38.99 

VANDAL HEARTS .34.99 

VICTORY BOXING 85% .33.99 

VIRTUAL POOL .34.99 

WARCRAFT 2 * .36.99 

WILLIAMS ARCADE GREATEST 80% .21.99 

WING COMMANDER 4 36.99 

WIPEOUT 2097 (ANL, LINK) 93% .38.49 

WIPEOUT 94% (ANL, LINK) .17.99 

WORMS 92% .22.99 

WWF IN YOUR HOUSE .29.99 

X-COM ENEMY UNKNOWN .19.99 

X-COM: TERROR FROM THE DEEP.24.99 

X2 (PROJECT X2) .23.99 

PLAYSTATION SECRETS, 
STRATEGIES AND SOLUTIONS 
15.99 

200 PAGES FILLED WITH 
PLAYING GUIDES, 500 CHEATS 
AND CODES TO OVER 
100 GAMES 




PlayStation, from only 
£ 124.99 

All Official UK Machines 


0 % 


PLAYSTATION DEALS 

All PlayStations come complete with one 
official controller and “Demo 1” CD, featuring 
playable demos of Formula 1, Tekken 2, Crash 
Bandicoot, WipEout 2097 plus rolling demos of 
Monster Trucks and Destruction Derby 2. 

PLAYSTATION .124.99 

PLAYSTATION + MEMORY CARD .133.99 

PLAYSTATION + SOUL BLADE .154.99 

PLAYSTATION + FORMULA ONE .159.99 

PLAYSTATION + MICRO MACHINES 3.162.99 

PLAYSTATION “FIRE” PACK .139.99 

Includes memory card and extra Logic 3 controller 

PLAYSTATION “BIG DEAL 2” .239.99 

INCLUDES: 

✓ PlayStation with Demo CD 

✓ Official controller 

✓ Pandemonium ✓Tomb Raider 
1 ✓ Actua Soccer ✓ Memory card 

✓ Extra Logic 3 controller 
£23.99 deposit plus nine further monthly 

payments of £24 

Total price £249.99. APR 0%. Save £49 on combined RRP. 
Offer subject to status. To apply for 0% finance please place your 
order by telephone on 01279 600204 or at one of our club shops. 

PLAYSTATION “GREATEST DEAL” 309.99 

INCLUDES: 

✓ PlayStation with Demo CD 

✓ Official controller 

✓ Tekken ✓ Formula 1 

✓ Ridge Racer ✓ Die Hard Trilogy 

✓ Actua Soccer ✓ Memory card 

✓ Extra Logic 3 controller ✓ Predator light gun 
£30.99 deposit plus nine further monthly 

payments of £31 

Total price £319.99. APR0%. Save £55 on 
combined RRP. Offer subject to status. To apply 
for 0% finance please place your order by telephone 
t _ on 01279 600204 or at one of our club shops. 

✓ 


0% FINANCE ALSO AVAILABLE ON SELECTED 
NINTENDO 64 DEALS AND ALL SONY TV s & VCR s 




0 % 


/ 


PLAYSTATION CONTROLLERS 

LOGIC 3 CONTROL STATION FOR PLAYSTATION ... 11.99 

8 BUTTON CONTROLLER WITH EXTRA LONG CABLE 

OFFICIAL CONTROLLER FOR PLAYSTATION ... 22.49 

,^ SAITEK MEGAPAD 11 JOYPAD FOR PLAYSTATION ... 13.99 

ERGONOMIC HAND GRIP DESIGN, AUTOFIRE, 8 TURBOFIRE BUT 
AND INSTANTANEOUS RESPONSE 

PREDATOR LIGHT GUN ... 21.99 
3 SPEED AUTOFIRE, AUTO RELOAD AND LED DISPLAY 
LIGHTS. COMPATIBLE WITH GAMES MARKED (PLG) 

MAD CATZ STEERING 
WHEEL AND FOOTPEDALS ... 49.99 

GAMESTER STEERING WHEEL 
AND FOOTPEDALS ... 63.99 

ANALOGUE STEERING, BRAKE AND ACCELERATOR. 
8 DIGITAL ACTION BUTTONS, COMPATIBLE 
VITH GAMES MARKED (ANL) 

OFFICIAL MOUSE 
FOR PLAYSTATION ... 29.99 
COMPLETE WITH DESIGNER MOUSE MAT 


WE STOCK 21 DIFFERENT CONTROLLERS - CALL 01279 600204 








MEMORY CARDS 


FIRE MEMORY CARD (15 SLOTS) FOR PLAYSTATION .13.49 

EXCELLENT BUDGET CARD, 15 SAVE SLOTS 

HIGH CAPACITY MEMORY CARD (120 SLOT) FOR PLAYSTATION .26.99 

120 SAVE GAME SLOTS, 8 TIMES MORE THAN STANDARD MEMORY CARD 
SUPER HIGH CAPACITY MEMORY CARD (480 SLOT) FOR PLAYSTATION .. .37.99 
MASSIVE 480 SAVE GAME SLOTS, EQUAL TO 32 STANDARD CARDS 

OFFICIAL MEMORY CARD (15 SLOT) FOR PLAYSTATION .21.99 

ALLOW FASTEST LOAD AND SAVE TIMES OF ANY CARD 


OTHER ACCESSORIES 


ANTI-SURGE 4 WAY TRAILING MULTIPLUG PROTECT UPTO 4 DEVICES FROM SURGES .24.99 

CD ROM REPAIR KIT CLEANS AND REPAIRS MINOR SCRATCHES ON ALL CD’s .14.99 

DUST COVER FOR PLAYSTATION .5.99 

LINK CABLE FOR PLAYSTATION CONNECT TWO MACHINES FOR HEAD-TO-HEAD GAMING .8.99 

SONY MULTI-TAP FOR PLAYSTATION CONNECTS UPTO 4 CONTROLLERS TO 1 PORT .27.99 

X-TENDER CABLE FOR PLAYSTATION EXTENDS CONTROLLER LEAD BY 1.5 METRES.9.99 


SCART LEAD 


SCART LEADS FOR A PIXEL PERFECT PICTURE 
- PLAYSTATION.9.49 SCART LEAD - N64 


.9.99 




NINTENDO 64 
& CONTROLLER 


im 


ININTENDO 64 WITH CONTROLLER 

l AND 256K MEMORY CARTRIDGE .144.99 

' NINTENDO 64 WITH CONTROLLER 

AND SUPER MARIO 64 .187.99 

NINTENDO 64 WITH CONTROLLER AND MARIO KART 64 .187.99 

0% FINANCE AVAILABLE ON “BIG DEAL” AND “GREATEST DEAL” - CALL 01279 600204 


Unbelievable 
Free Object 

with every 
Special Reserve PC 

Choose any one of the FREE OBJECTS 
below ABSOLUTELY FREE when you order a 
Special Reserve ZZAP, FOXX, MAXX or BIZZ PC 
FREE NINTENDO 64 console with Nintendo 3D controller 
OR FREE PLAYSTATION with controller and Demo CD 
OR FREE HP DESKJET 400c colour inkjet printer 
OR FREE MUSTEK 4800 Dpi colour flatbed scanner 
OR INTEREST FREE CREDIT. 07. APR. Finance your PC with 
10% deposit and nine months to pay, and we’ll pay the 
interest (subject to status). 

Call 01279 600204 for details 


SONY KV-16WS1 NICAM OAQ A A 
16" WIDESCREEN TV ... T|T7 

THE ONLY PORTABLE H 

WIDESCREEN TV COMPLETE WITH: 

✓ NICAM stereo ✓ Super Trinitron 16" widescreen 

✓ Full range speakers ✓ One button tuning ✓ Remote control 

✓ Teletext ✓ Sleep timer ✓ 0% Finance 

✓ Games button for switching between TV and console 

0% finance available. £39.99 deposit plus 9 monthly repayments of £40. 
APR 0%. Subject to status. Call 01279 600204 to apply or at one of our 
huge club shops in Bristol, Chelmsford and Sawbridgeworth. 


FREE 


Buy any one item from 
our entire catalogue at the 
same time as joining or 
renewing for a year (£7.50) 
or more and we’ll give you 
a choice of these fantastic 
gifts absolutely free. 



QR FREE MINI BOY 
CONSOLE KEYRING 
AND 1001 CHEATS 

55 GAMES BUILT IN 
INCLUDING TETRIS 


OR CHOOSE AN 
ALL STAR 
VIDEO 

FREE DUMB & 
DUMBER VIDEO (15) 
PLUS 1001 CHEATS 
QR FREE 

TOMBSTONE VIDEO 
(15) PLUS 1001 
CHEATS 
QR FREE 
CLIFFHANGER 
VIDEO (18) PLUS 
1001 CHEATS 
ALL OFFERS SUBJECT TO STOCK. 
OTHER OFFERS ARE AVAILABLE. 
OVERSEAS MEMBERS PLEASE ADD 
£2 POSTAGE 



f 


QR FREE CD 
• | WALLET WITH 


MOUSE MAT AND 
1001 CHEATS 

5 MAT DESIGNS TO 
CHOOSE FROM 


£23,000 worth of prizes! 

A Lotus Elise, 17 PlayStations 
17 copies of Formula 1, 

17 Gamester Steering Wheels 
Play by post, at our Club Shops or 
live on our web site @ 
http://special.reserve.co.uk 


Special Reserve 

01279 600204 

Or fax your order on 01279 726842 - We’ll fax back to confirm 
Open 9.30am to 8pm (Mon-Sat) 10am to 5pm (Sun & Bank Holidays) 

We only supply members but you can order as you join 

Trial Membership only £1 

Trial Members receive one issue of the club magazine. Valid for one order. 

Annual Membership (UK) £7.50 

ANNUAL MEMBERSHIP FEES UK £7.50 EC £10.00 WORLD £12.00 
Members receive ten issues of the colour club magazine per year. 

There is no obligation to buy anything. 

All prices include VAT and carriage to MOST UK mainland addresses. 

(BLOCK CAPITALS please) PLAYSTATION PLUS 

Name 8, Address_ 


Enter membership number (if applicable) or 
NEW MEMBERSHIP FEE (ANNUAL UK £7.501 


For OPTIONAL first class post add 50p per item 
For OPTIONAL fast delivery on hardware add £3.00 

ALL PRICES INCLUDE UK POSTAGE & VAT - 

Cheque/P.O./Mastercard/Creditcharge/Switch/Visa £ 





Overseas orders must be paid by credit card. 

Hardware items (mains) are only supplied to UK addresses. 
Overseas surcharge £2.00 per software item or 25% on other items 

Cheques payable to 

Special Reserve at 

PO Box 847, Harlow, CM2I 9PH 

Special Reserve is mainly mail order 
but we also have 

Three impressive 
Special Reserve Shops 

Bristol Avon Sawbridgeworth, Herts Chelmsford, Essex 

351 Gloucester Rd (A38) The Maltings, Station Rd 43 Broomfield Rd 
1 % miles from the centre near the train station near the bus station 

Some Items bought in the shops carry a El surcharge on the mail order prices 

All Special Reserve Club Shops have trained technicians and pc repair and upgrade facilities 
Play Mario 64 or enter our £23,000 FI game while we fit RAM or a graphics card to your pc 



products listed may not yet be available. Please phone to check availability. 
Prices may change without prior notification. SAVE = Saving off full recommended price. 
Returned items may incur a £4 handling charge. Sent to press 29/S/97 Errors & Ommislons Excluded. 
' “ Ltd, The Mailings, Sawbridgeworth, Herts CM21 9PG 






























































































































































































































































SECTION TIME 

12'15* 765 
O'28*020 


Rage Racer is all about taking 
the hardest corners at the 
highest speeds, and while 
most of them can be taken 
with ease, each track has its 
share of problem corners. To 
this end, we've pointed out 
the tricky turns on each of 
the four courses, and how to 
take them when driving the 
track in each direction. There 
are three ways to take 
corners which can't be driven 
around at full speed, and all 
these methods have to be 
mastered in order to get 
through the game. 


JQULbKQRb 
6 ’ 55 11 765 


powmiiom 

The Ridge Racer series has 
always been about power- 
sliding - using a controlled 
skid to get round corners. To 
do this, simply follow these 
easy steps. 

1. As you approach the corner, 
release accelerate. 

2. Begin your turn. 

3. As you're turning hold 
down accelerate again and the 
car will start sliding. You'll 
know this is successful if you 
hear the tyres screeching. 


RECORD 


The race is on! Show ’em what 
you’ve got! Well quite, but you won’t have a chance 
unless you use our definitive guide to the greatest entry In 
Namco’s Ridge Racer series - Rage Racer. 



One problem with using the 

OUTSIDE CAR VIEWPOINT IS THAT 
THE SPEEDOMETER IS SO LARGE IT 
OBSCURES PART OF THE TRACK.' 


4 . Now start counter¬ 
steering, which entails you 
turning in the opposite direc¬ 
tion to straighten up the car, 
and hey presto! You've com¬ 
pleted the powerslide. 


as you're about to hit the 
corner, then turn. Only start 
accelerating once the car has 
been straightened up 
though, otherwise you'll find 
yourself executing a power- 



slide at precisely the wrong 
moment. 


mummiNG 

A quick emergency measure 
and one ideally suited for 
short hard turns. 
Simply release the 
_ accelerator 


Very useful technique this. If 
you want to slow down with¬ 
out losing too much speed or 
accidentally powersliding, 
then simply press brake 

WITHOUT LETTING 
GO OF ACCELER- 
ATE. This will slow 
you down 
slightly with¬ 
out sacrificing 
handling and 
can be used on 
almost every 
corner. 



While these 

SCREENSHOTS 
SHOW THE 
GAME BEING 
PLAYED FROM 
THE OUTSIDE 
VIEW , IT'S BET¬ 
TER TO PLAY 
FROM THE IN- 

CAR view. This 

GIVES BETTER 
PLACING FOR 
TURNING, 
PARTICULARLY 
POWERSLIDES. 
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MYTHICAL COAST 


OVERPASS CITY 



bottom of the hill. The road's 
too narrow to powerslide 
properly, and with another 
car nearby it's practically 
impossible. So hold brake 
with accelerate to get you 
round in one piece. 

0 The hardest corner on this 
track, and unless you're 
going to take it at 50 kph 
then you're going to have to 
powerslide. For maximum 
effect, begin the slide just as 
you pass the red and white 
arrow sign on the left. 

• The last major turn of the 
course. Just get slightly to 
the right of the middle of the 
road, then turn hard as the 
corner begins. Don't forget 
to countersteer though. 


As observant l turn hard and tight. 
readers will \ 2 Nightmare corner! This 
no doubt | hard left is hidden because 
notice, the \ it's at the top of a little rise 
first and last \ just as you come out of the 
corners are j tunnel. So the powerslide has 
the same for j to be started before you can 
the first j even see the corner. Begin 
three tracks. \ the slide just as you're 
If you can't ; coming out of the tunnel. 
MASTER THESE, \ 3 This hard left comes at 
then there's j the bottom of the hill leading 
no hope for j to the tunnel. Don't power- 
you. ! slide here or you won't have 

; enough speed to get up the 
j hill quickly. Just use brake 
; and accelerate at the same 
! time. 

! 4 Take this turn the same 
; way as when you were driving 
j in the other direction. Brake 
! and accelerate simultaneous- 
i ly again. Don't worry about 
i slowing down too much 
j though, because this time 
j you don't have a huge hill to 
: get up. 


The shortest of the three 
touring tracks, and worth the 
least money, being the 
easiest. There's only one very 
difficult corner, which will 
force you to master the 
powerslide early on. 


The longest, toughest track 
of all. Fortunately it's worth a 
lot of money so get practis¬ 
ing. The chicane is the tough¬ 
est part of this course no 
matter which direction you're 
travelling in, so powersliding 
is a must. 


forward 

0 This turn is the sharp left 
before the hill near the 
waterfall. It's easy if you take 
it in one of two ways. Either 
release accelerate and free¬ 
wheel round the corner, or 
hold brake down for a couple 
of seconds while still pressing 
accelerate. Whatever 
method you use though, wait 
until you've gone over the 
bump just before the corner, 
otherwise you'll a make a real 
mess of it. 

0 This hard and short right 
turn is found as you come out 
of the first tunnel, at the 


forward 

0 This turn is the sharp left 
before the hill by the waterfall. 
It's easy if you take it in one of 
two ways. Either release accel¬ 
erate and free wheel round the 
corner, or hold brake down for 
a couple of seconds while still 
pressing accelerate. Whatever 
method you use though, wait 
until you've gone over the 
bump just before the corner, 
otherwise you'll a make a real 
mess of it. 

0 A tricky right at the end 
of the downhill tunnel just 
before the large hill. Stay on 


1 Coming the other way this 
turn isn't quite so much of a 
problem. Just stay on the left 
hand side of the road and 


EXTRA CDSTOMISINC OPTIONS 

To create a better logo for 
your car, select Customise 
and then Design. From there 
go to Team Logo and select 
Paint. Then press X to access 
the colour palette. By hold¬ 
ing LI, L2.R1.R2. SELECT and 
START together three boxes 
labelled R G and B will 
appear. These can be select¬ 
ed with the controller and 
the values changed to create 
new shades of colour. To flip 
the logo around, hold down 
L1,L2,R1,R2 and SELECT 
when the cursor is on the 


painting area. A cross hair 
will appear in the smaller 
picture view. By pressing LI 
R1 and a direction the logo 
will flip and move, allowing 
you to create a truly bizarre 
logo. 


To remove the rearview 
mirror from the screen while 
you're playing, simply pause 
the game, hold 
Triangle 


ACCESS MIRRORED TRACKS 

To play on a reflection of a 
track, simply select the track, 
then hit Race Start. 

Jhfc Then press and hold 
LI, Rl, 

'-SELECT, and 

X START until 
racG 

K -f begins and 

Jk I the track 
I will be mir- 
i ! rored. 


mm suns 

AND TRACKS AT Will. 

Need to check out the cars 
and courses in more detail? 
Then use the LI and Rl but¬ 
tons. These will allow the 
tracks and cars to be rotated 
in either direction at various 
speeds. 















s 



the right side of the road, 
and then begin the turn just 
as the car starts heading for 
the left hand wall. If you 
think the car can't make the 
turn smoothly, then just hold 
brake with accelerate until 
you've got it back under 
control. 

0 Chicane! This is a very 
tight double turn which 
requires an extended power- 
slide. As you come up to the 
left turn, begin the power- 
slide left, and as you skid 
round, instead of counter¬ 
steering normally, pull the 
car to the extreme right 
before countersteering left. 



This is a complex manoeu¬ 
vre, but one which is very 
satisfying to pull off. 

0 Not a difficult corner. 
Just do a standard power- 
slide when the yellow 
arrows are just about to 
pass you on the right hand 
side of the screen. 

0 The last major turn of 
the course, get slightly to 
the right of the middle of 
the road, then turn hard as 
the corner begins. Don't 
forget to countersteer 
though. 

RMRSt 

1 Coming the other way 
this turn isn't so much of a 
problem. Just stay on the 
left side of the road and 
turn hard and 
tight. 

.. 2 A sneaky 

corner, hidden 
at the top of a 


The real 

PROBLEM WITH 

Overpass 
City , (apart 

FROM THE FACT 
IT'S BLOODY 
HARD) ARE THE 
HUGE HILLS 
WHICH SLOW 
THE CAR DOWN 
TO A SNAIL 'S 
PACE AND CAN 
COST YOU 
BOTH TIME AND 
POSITION. 


hill. Powerslide right as 
soon as you see the black 
and yellow arrows at the 
top of the hill. 

3 Coming at this chicane 
from the other direction 
makes the whole process a 
lot more difficult. Just 
begin the powerslide when 
you see the sign on the 
right hand side of the road, 
and try not to spin the car 
too much. 

4 This turn is a lot easier 
coming the other way. 
Approach the tunnel in the 
middle of the road, then 
move slightly to the right 
and turn hard left. 

5 Take this turn the same 
way as when you were dri¬ 
ving in the other direction. 
Brake and accelerate simul¬ 
taneously again. But don't 
worry about slowing down 
too much as you don't have 
a huge hill to get up. 


amEEPcm 

After completing classes 1-5 
twice in both directions, 
you'll be given access to class 
6, the Diable GP. Here there 
are only four opponents, but 
they are the hardest of them 
all. To help you out there are 
three new cars, which are 
incredibly expensive but nec¬ 
essary purchases. This trio 
are blisteringly fast and need 
considerable skill to use 
effectively. All turns need to 
be prepared for in advance. 


and powersliding is a ride in 
itself. 

1. m viciaiRt 

The only car of the three that 
can be driven with an auto¬ 
matic transmission, this 
Batmobile lookalike has 
incredible speed and han¬ 
dling and is the must-have 
choice for the Diable GP. 

2. WARD TIMPfST 

Looking like the demonic 
cousin of a ZZ Top car, the 
Tempest has greater acceler¬ 
ation than the Age Victoire 


; t . - 
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but loses out in all other 
categories. Worth it for a 
novelty ride, and if you can 
only play by powersliding, 
but really not much use. 

3. ASS01UT0 DRACONf 

The devil car itself! This 
sleek bullet of a ride can hit 
a top speed of 370 kph on 
The Extreme Oval and has 
just enough extra handling 
to get round the corners 
without slowing down. In 
fact, it's so quick it makes 
the road look like it's going 
backwards! 




micro mmis ra 

minima 

Enter these codes during a 
race: 

Bouncy Mode - Square, 
Right, Right, Down, Up, 
Down, Left, Down, Down 
Double Speed - Square, X, 0, 
Square, Triangle, X, X, X, X 
Debug Mode - S, U, D, D, S, 
0, 0, Triangle, X 



In Debug Mode - 
SELECT + X - Quit the current 
race and automatically win it. 
SELECT + Square - Turns 
player's car into a CPU car. 
SELECT + (Up, Down, Left, or 
Right) - Change camera 
angle. 

SELECT + (L2 or R2)-Zoom 
in/out respectively. 
X+Triangle+O+Square - Blow 
up all cars. 


MECHWARRIOR 2 

PASSWORD CRIATS 

Enter these codes as pass¬ 
words to get some cheats. 
T<XO/AXA<= - Access every 
level. 

##XO/AxUZ- Invincibility. 
T/XO/AZ<#* - Elemental 
mech. 

#/X0/A4<LY - Tarantula 
mech. 

#AX0/A4YYA - This gives 
you cruise control, so you 
don't have to hold forwards 
or backwards to move. 
T#XO/AX«<- More weapon 
variants. 
#XX0/A4>Y+ - Limitless 
heat sinks. 
#YXO/A>YOL - All mechs 
get jump 
jets. 

#0X0/A»0/ - No Mech 
weight 
restrictions. 
TOXO/AX>TU - More ammo. 


HEBEI ASSMTII 
acctss ah ums 


Get free access to all levels in 
the game by entering these 
passwords. 

X, Circle, X, Circle, X, 

Triangle - Easy Difficulty 
Level 

X, X, Triangle, Circle, X, 
Triangle - Medium Difficulty 
Level 

Triangle, Square, Square, 
Square, X, Triangle - Hard 
Difficulty Level 


StCRtT COOtS 


Enter these codes where you 
would usually enter your 
name on the New Season 
mode. After you've entered ►► 


59 


SOLVED 

















mm cm 

A long track with some tricky 
turns, this isn't worth as 
much money as Overpass City 
but it's still quite difficult. 
While it doesn't contain huge 
dips and rises like Overpass 
City, there are some devilish 
extended corners. 

mm 

0 This turn is the sharp left 
before the hill near the 
waterfall. It's easy if you take 
it in one of two ways. Either 
release accelerate and free¬ 
wheel round the corner, or 
hold brake down for a couple 
of seconds while still pressing 
accelerate. Whatever method 
you use though, wait until 
you've gone over the bump 
just before the corner, other¬ 
wise you'll a make a real mess 
of it. 

0 This is a long medium left 
which shouldn't cause many 
problems. Just make sure you 


net cm 


They haven't got the power 
of the Lizard and Assoluto 
cars, but don't let that put 
you off what are essentially 
the best vehicles in the game. 

With superb handling and 
road holding, once they've 
been upgraded to level 4 or 5 
they move quick enough to 


straighten up the car when 
you come out of the tunnel, 
otherwise you'll hit the wall 
as the track dips. 

0 Another long medium left, 
which requires attention, but 
after a few games this will be 
a simple task. 

0 A very sharp right which 
needs to be freewheeled to 
get through quickly. Just take 
your finger off the accelera¬ 
tor as you're about to hit the 
turn, do a hard right and ^ 
then press accelerate once 
the car has straightened 
up. 

0 This left turn just before 
the lakeside bridge will earn 
you a shout of 'excellent cor¬ 
nering' should you complete 
it cleanly. Stay in the middle 
of the road as you approach 
the turn, then do a severe 
and consistent turn. 

0 An incredibly sharp right 
turn which you'll probably be 
hitting at around 200 kph! 


make the Lizards obsolete. 
The course guide has been 
designed with the Age in 
mind, since they're such 
good cars that the first 5 
classes can be completed by 
just using the Age Abeille. So 
you can actually get halfway 
through the game without 
having to use manual gears! 



Powersliding is the only way 
to get round here at a decent 
speed, but this will take a lot 
of practice to get perfect. 

0 The last major turn of the 
course, just get slightly to the 
right of the middle of the 
road, then turn hard as the 
corner begins. Don't forget to 
countersteer though. 


1 Coming the other way 
this turn isn't so much of a 
problem. Just stay on the 
left side of the road and 
turn hard and tight. 

2 Entering the tunnel 
from this direction requires 
a swift turn left. It's not a 
hard or sharp turn, just 
hidden, so be prepared. 

3 You'll have to be a 
powerslide master to get 
round here in one piece. 
This left turn is slightly 
hidden, so just slide as you 
come level with it. 


mm cm 


While they excel in accelera¬ 
tion, these cars have very 
poor handling and grip. This 
of course makes them a 
powersliding nut's dream. 
However, they are a very 
inflexible set of cars, and this 
is why the Age series is so 
much better. 


4 The long right turn after 
the lakeside bridge is best 
taken at full speed. Just stay 
on the right side of the track 
and steer hard as you come 
off the bridge. 

5 Freewheel around this 
corner, just as you did when 

you took it from the other 
direction. Easy. 

6 From this direction the 
long turn past the waterfalls 
isn't difficult. 

7 Get on the right hand side 
as you come up the little rise 
and enter this tunnel. Start 
turning as soon as you enter 
otherwise you'll hit the far 
wall. 

8 Take this turn the same 
way as when you were dri¬ 
ving in the other direction. 
Brake and accelerate simulta¬ 
neously again. Don't worry 
about slowing down too much 
though, because you don't 
have a huge hill to get up. 


maiuTa cm 

Speed freak! The Assoluto 
range of cars are more like 
missiles on wheels than vehi¬ 
cles. Purely for use on the 
extreme oval, these reach 
incredibly high speeds, so 
major concentration is 
required in order to take an 
Assoluto to its limits. It's usu- 


























tmmtmi 

A few words of special advice 
on this track, which is differ¬ 
ent from any other. Don't 
even think about using any 
car that's not an Assoluto, 
because this course is about 
nothing but pure speed. No 
braking, powersliding or 
freewheeling is required on 
this track, not even with the 
blindingly fast Assoluto 
Dragone. All the corners can 
be taken at full speed, so 
with some practice you'll be 
getting at speeds you previ¬ 
ously only dreamed of. It's 
also a great money maker, 
because on class 3 first place 
is worth 22000, and it's not 
that difficult to win. So just 
keep racing on it until you 
get enough money to buy the 
car you want. 

tmm 

# Hard banking left which 
requires intermittent press- 


ally better to drive these cars 
on automatic initially, since it 
makes it easier to recover 
from bumps and knocks and 
get back up to speed. But 
once the course has been 
learnt the manual gears allow 
for the best acceleration and 
can be forgotten about once 
the car is at full speed. 


ing of the d-pad to the left to 
keep the car on track. It's 
best to stick to the right hand 
side of the track, but don't 
stick to it too closely 
because the car will tend to 
zig-zag a little. 

0 This hard left turn in the 
middle of the tunnel is the 
sharpest corner on the track. 
As such it's the one you're 
most likely to come a crop¬ 
per on, particularly if there's 
another car in the way. Stay 
just a little to the right of 
the centre of the road, and 
take the turn hard and 
smooth. 

0 Another hard banking left 
turn similar to turn 1. Keep 
just to the right of the centre 
of the road. Then come gen¬ 
tly to the left side of the 
road, so that you're in posi¬ 
tion for turn four. 

0 By being on the left hand 
side of the road (but not too 
close) and making a hard turn 

mint onto m 

One last tip before you hit 
the track: Great cornering 
might get you ahead of the 
other drivers, but to stop 
them pulling the same tricks 
blocking is best. Here's 
where the rearview mirror 
comes into its own. Simply 
watch for the opponent get- 


A TIME ATTACK 
FAVOURITE , 

The Extreme 
Oval is also 

EXTREMELY 
USEFUL FOR 
POWERSLIDE 
PRACTICE AND 
FOR CHECKING 
OUT THE PER¬ 
FORMANCE OF 
THE VARIOUS 





•m •*--! 



left this turn should be a 
piece of cake. 


1 This right turn off the 
main road and into the oval 
track is tricky for one 
reason. The red and white 
arrow signs are set a little 
bit behind the turn, which 
can mislead you and cause 
you to turn late. Don't look 
at the arrows, keep your eye 
on the turn and take it on 
the inside. 

2 and 4 The long banking 
turns here shouldn't offer 
any problems once you drive 
on this course because 
they're just as easy as when 
you drove them in the other 
direction. 

3 The tunnel turn can be 
taken at full speed quite 
easily. Get about one car's 
width from the right hand 
tunnel wall, then turn hard 
and smooth. 


ting closer, or listen out for 
the commentator saying 
"They're onto ya" and then 
move the car into their path. 
This will slow you down as 
the cars bump into you, but 
they'll lose speed and be 
knocked back a little. Even 
so, it's only worth blocking 
if you're defending a first 
second orthird position. 

There's no point sacrific- 
ing speed in order to 
hold onto eighth 
place. 


►► code, you can exit out of 
New Season and then play 
another game mode, or go 
back into New Season and 
put in another code. By play¬ 
ing one track in the Season 
mode, the game will save all 
the codes you have entered. 


vet me 
Im a pro 
weeoo 


fat tires 
no wheels 
wheels 
stone 

feather 

float 

spinner 

banzai 


- Access Veteran. 

- Access Pro. 

- Change to 
Normal-Head- 
Mixed 

- Big wheels 

- Floating cars 

- Just tyres 

- Heavy car move 
ment 

- Bouncy cars 

- Cars really leap 

- Low tyre friction 

- Can't collide 




imilBUR 2555A0 

CHUT COINS 
itm PASSWORDS 

2. Triangle, Square, X, 
Circle, Circle, Triangle. 

3. Circle, Square, X, Circle, 
Circle, Triangle. 

4. Square, X, Triangle, 
Triangle, X, Circle. 

5. Circle, X, Circle, Triangle, 
Square, X. 

6. X, Circle, Triangle, 
Square, Circle, Circle. 

7. Square, Square, Circle, 
Circle, X, Triangle. 

8. Circle, X, Square, 
Triangle, Triangle, 
Square. 

9. Triangle, X, 
Triangle,Circle,Square, 
Triangle. 

10. Triangle,Circle, Circle, 
Square, Triangle, X. 

11. X, Square, Square, X, 
Triangle, Square. 

12. Circle, Triangle, X, 
Circle,Square, Circle. 

13. Square, Triangle, Circle, 
X, X, X. 

MBits 

Jumping Slice - X, Square, 
Circle, Triangle. 

Roundhouse Swing - X, Circle, 
Triangle, Square. 

CHtATS 

Pause the game then enter 
these codes. Then select 
continue and then press X 
to activate the cheat. 

Full health - Triangle, 
Triangle, Triangle, Square, 
Square, Square, Square, 
Square. 

Full Sword - Triangle, 
Triangle, Square, Square, 
Circle, Circle, Square, 

Square. 

Skip Level - Square, Circle, 
Square, Triangle, Circle, 
Triangle, Triangle, Triangle. 
Show Collision Boxes - Circle, 
Circle, Circle, Circle, Square, 
Circle, Circle, Square. 
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I 


Imagine a 

DARK FUTURE 
WHERE THE 
CITIZENS ARE 
CONTROLLED 
BY MICROCHIPS 
IMPLANTED IN 
THEIR HEADS 
AND THE 
WORLD IS 
RULED BY 

EuroCorp, A 

SYNDICATE OF 
UNIMAGINABLE 
POWER. 

Cheery place, 

ISN'T IT? 



hew. It's been 
¥ a tough day. 

EpT So far I've 

stolen one police 
car, blown up another, 
robbed a couple of banks, 
kidnapped two people and 
killed a skipload of gang 
members. And to what do I 
owe my new found bad-ass 
status? Bullfrog's Syndicate 
Wars , that's what. 

Set in a dark Cyberpunk 
future, the game is a mix of 
brain-stretching tactics and 
good old shoot 'em up which 
also gives the player the 
unique experience of playing 
a real dyed-in-the-wool bad- 
die. Play this game enough 
and Christopher Walken will 
cross the street to avoid you. 
Well, perhaps. 

The world of the game is con¬ 
trolled by large criminal 
organisations (the 'syndi¬ 
cates' of the title), and the 



player's task is to guide a 
team of nasty Cyborg agents 
through a series of missions 
to further the Syndicate's 
evil plans. Sounds fun eh? 
Well, considering the agents 
are up against the police and 
- more frighteningly - other 
syndicates, the outlook is 
bleak to say the least. But it's 
fun. Oh, so much fun. Anyone 
who's ever fancied them¬ 
selves as a budding Don 
Corleone or SWAT team com¬ 
mander will be wetting their 
pants in anticipation of this 
game. So without further 
ado, it's time to show those 
punks just who rules the 
streets! Or something. 


( ♦fore as 


Cult? 


The first step in Syndicate 
Wars is to choose which side 
to be on. 

There are two major 
groups to play as: EuroCorp 
and the Church of the New 
Epoch, a newly emerging 
cult. Each side has its own 
selection of goals which 
involve a number of very 
'sociable' activities. Theft, 
assassination, kidnapping 



and search-and-destroy mis¬ 
sions are just some of the 
tasks which face the novice 
syndicate team. The city is 
viewed from an isometric 
perspective and the player 
must guide the team using 
either the joypad, or a combi¬ 
nation of joypad in one hand 
and mouse in the other. For 
ultimate control it's best to 
go with the latter option, 
using the joypad to move and 
rotate the view, and the 
mouse for moving the team 
in a point and click fashion. 


Up to four players can control 
an agent each in a bid to take 
over the world together. But 
in the single-player game, 
agents can be selected to 
either run around as a group 
or go solo, and drugs can be 
used to make them mindless 
killing machines or sentries, 
so there's great depth to the 
control of the team. 

They all look good too, 
even though they might seem 
small at first, this is so the 
cities can look even greater 
in scale. 





























WtAPOHS 

Syndicate Wars allows the budding executive to equip his team with some of the most exot¬ 
ic and deadly weaponry available. Initially the selection isn't that incredible, but as the 
game progresses more and more become available. They do get very expensive though, so 
here's a few of the things you should be putting on your Christmas list. 



MIHIBUH 

A very powerful machine 
gun, this is the agent's stan 
dard back up weapon. Not 
that impressive on its own, 
but get four of these going 
at once and you put your 
enemies in a world of pain. 



FIRMER 

Barbecued citizens ahoy! 

The flame thrower might 
have a short range, but dam¬ 
age is high. With a quick 
blast of flame, any sucker 
foolish enough to get hit will 
be napalm on legs in no time. 



eiectrbr mrce 

Imagine a taser. Imagine a 
taser to the power of ten. 
Then imagine the enemy has 
this taser, which can cover 
anything with a huge burst 
of electric death. Now run. 
Run very fast indeed. 



RRIBR/TRIRRER WIRE 

Heh heh. Wire is one of the 
sneakiest weapons and the 
most useful in a siege situa¬ 
tion. Once laid by an agent, 
it is only semi-visible and 
causes big problems for any¬ 
one walking into it. 
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CERBERUS IFF 

Remember those sentry 
guns in Aliens? The Cerburus 
works on the same principle. 
Drop this laser wielding tur¬ 
ret droid and it will open fire 
on any hostile target that 
gets in range. Job done. 



SRJEUITE RAIN 

A hard rain's gonna fall with 
this, the most powerful of 
all the weapons. To use, sim¬ 
ply pick a spot, press the fire 
button and run. In about 10 
seconds the whole area gets 
razed by a deadly satellite. 


ISOIJETRIC 


Each level is set in a different 
future city presented magnif¬ 
icently on the screen. The 
streets teem with innocent 
citizens and traffic in the 
form of hover cars. Buildings 
aren't all just uniform blocky 
towers either, there are a 
wide variety of structures 
giving the impression the 
action is going on in a real 
urban war zone. And the 
graphics make all this look 
amazing. Slowdown is not a 
problem, even with over 


forty people moving and fir¬ 
ing at the same time, and 
even though characters are 
small, the gameplay doesn't 
suffer for it. Lighting is also 
put to great use, with car 
headlights and street lamps 
subtly illuminating the gloom 
alongside giant video screens 
showing clips from Manga 
film 'Ghost In The Shell' and 
adverts for 2000AD. The 
whole effect is like a 
videogame of Blade Runner. 

But what's the point hav¬ 
ing a great-looking level if 



you can't smash it up a little? 
While the cities may look 
suitably atmospheric before 
the mission starts proper, 
things really get going once 
the bullets and bombs start 
flying. The first time a build¬ 
ing explodes and falls crash¬ 
ing to the ground, or gunfire 
is seen setting fire to trees 
and blowing up lampposts, 
the game takes on a whole 
new dimension. And it's all 
down to these incredible 
graphics, which also help the 
gameplay. One of the main 






problems in the original 
Syndicate was that, since the 
viewpoint was fixed, it was 
easy to lose track of agents if 
they got hidden behind 
buildings. Not so in this 
game, because the view can 
be rotated at will to allow 
clear sight of the action, and 
to avoid any mishaps while 
underfire, making missions 
easier to plan and execute. 


Syndicate 
Wars excels 

IN INCREDIBLE 
LIGHTING 
EFFECTS, WITH 
THE BEST 
RESULTING 
FROM THE 
MANY EXPLO¬ 
SIONS IN THE 
GAME. 



ESB — 

Missions require the 
agents to perform a vari¬ 
ety of dirty deeds, but 
defending a base is 
one of the best. 

Agents run 
around, set up 
booby traps 
before the enemy 
arrives, and then sit 
back like a bunch of 
cyberpunk Wile E. 
Coyote's to see what 
happens. There's a 
great deal of tension 
waiting for the 
enemy to walk into 
the razor wire or 
activate a mine, and 
much of satisfaction 
when they do. 

There are 35 mis¬ 
sions in all, with 
each side having 
completely dif¬ 
ferent tasks to 
complete. 

Interestingly though, 
both groups follow 
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YiMmiummsi _ 

Coming as they do in groups of four, the agents often find 
themselves hopelessly outnumbered by the enemy. And 
while this can often be overcome by the use of superior 
firepower and tactics, there is another way to even the 
odds. The handy-dandy Persuadatron. This wondrous 
device allows the agents to enslave any passing citizen to 
their cause. With the proper application this can soon 
lead to a huge pack of previously law-abiding citizens 
following the team around, picking up any weapons along 
the way, and firing at anyone who seeks to do them harm. 
Your average person might not be as tough as a cyborg 
warrior, but get thirty of them armed with Uzis on your 
side and you've got a zombie office worker army anyone 
would be proud of. 



The GRAVITON 
GUNS BEING 
USED BY THE 
AGENTS ON 
THE RIGHT ARE 
INCREDIBLY 
POWERFUL 
PIECES OF KiT, 
WHICH CAN 
TAKE OUT A 
VEHICLE IN 

seconds. And 

THEY MAKE A 
PRETTY BLUE 
LIGHT. 

The stylish 

RED CIRCLES 
BELOW ARE 
THE RESULT OF 
A STASIS 
BEAM , WHICH 
SLOWS DOWN 
TIME WITHIN 
ITS AREA OF 
EFFECT. 



the same plot; so a EuroCorp 
mission will be in direct 
response to an event which 
occurs during a Cult mission 
for example. This makes the 
game come together as an 
actual campaign and story 
rather than simply being one 
level after another. Even so, 
each one has to be taken seri¬ 
ously because they're all an 
event in themselves. Initially, 
each mission looks like an 
impossible task. The enemies 
often outnumber and outgun 
the team and just wading in 



with guns blazing is not 
going to do the trick. That's 
not to say there aren't mis¬ 
sions which require just that, 
but often a plan needs to be 
thought out and executed. 
And this is where Syndicate 
Wars' brilliance comes shin¬ 
ing through. Figuring out the 
perfect scheme to hijack an 
armoured car or take on a 
huge group of heavily armed 
thugs is immensely satisfy¬ 
ing, and there's a definite 
Hannibal Hayes satisfaction 
when a 'plan comes together'. 




Watching a 

BUILDING HIT 
THE FLOOR HAS 
TO BE ONE OF 
THE MOST 
IMPRESSIVE 
FEATURES OF 
THE GAME. 

Just make 

SURE YOU'RE 
NEAR IT. 




But thankfully, while each 
stage takes a few attempts to 
complete, the whole process 
is so enjoyable that repeti¬ 
tion and frustration is not a 
problem. Sub-objectives and 
other surprises bring a lot of 
excitement to the game. 
Being able to think on your 
feet when the mission takes a 
dangerous turn is essential. 
Whether the enemy raises 
the stakes in a gunfight by 
pulling out their lasers, or a 
bomb is about to go off 
under your feet, suddenly 
being thrown into a deadly 
situation and then escaping 
from it makes playing 
Syndicate Wars feel like star¬ 
ring in some ultra-violent 
sci-fi action movie. And, like 
all action movies, guns have a 
major role. EuroCorp and the 
Church both start with some 


very lo-tech weapons and 
gadgets, in the form of the 
Persuadatron and some Uzis 
and, handy - nay essential - 
as these are we're not exactly 
planning an extension on the 
armoury just yet. But play the 
waiting game and as the 
game progresses new toys 
become available, allowing 
for a change in strategy and 
some incredible graphics. 

The sniper rifle in particular 
shifts the way the team oper¬ 
ates. With a low rate of fire 
and a very long range, it's 
perfect for picking the 
enemy off from a safe 
distance. More powerful 
weapons are made available 
as more missions are com¬ 
pleted. But they cost money, 
and since money doesn't grow 
on trees, this is where robbing 
banks becomes a priority. You 
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Nuclear 

GRENADES ARE 
REAL CROWD 
PLEASERS. 

And clear - 
ers. Love 

THAT SMOKE 
RING - 
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Opinion Yes! Yes! Yes! I know it's taken ages to get here, but stop 
your moaning and start playing. One of the coolest games ever created, 
this has everything you want from a shoot 'em up: plenty of groovy 
weapons, brilliantly detailed cyber-noir looking cities, and some complex 
tasks to complete. Oh, and bucketloads of explosive action. This is THE 
thinking man's shoot 'em up. Deliciously amoral fun. Go buy it. Now. DB 


better stock up on the bala¬ 
clavas and sawn-off shotguns 
because you'll need to rob a 
lot of banks. You see, you 
need a lot money. 

The cash needs to keep 
coming in because, whether 
the agents can afford it or 
not, the enemy's weapons 
keep getting more and more 
powerful, and they often 
have access to equipment the 
team haven't seen yet. This 
eventually gets to the point 
where the other side are 
bringing out huge battle 
tanks and deadly spider 
robots, as well as huge num¬ 
bers of more human-shaped 
enemies. Thankfully though, 
the agents aren't your aver¬ 
age Joe Public. Cyborg 
upgrades can be added in the 
form of replacement legs, 
arms, bodies, brains and even 
skin. Eventually the agents 
are more robot than human, 
but they can withstand 
damage that would fry a 
more human operative. And 
of course they look pretty 
damn cool when you see their 
metal exoskeleton as well. 


Depth, then, is what makes 
Syndicate Wars so good, as 
well as the fantastic graphics, 
atmospheric music, sexy 
weapons, constant tension 
and amazing action. Put 
simply, there's so much in 
Syndicate Wars it has to be 
played to see its brilliance. 
The controls can be fiddly, 
yes. It's better to play it with 
a mouse and joypad, that's 
also true. And it's correct to 
say the game is very hard 
indeed. But no one buys 
games to finish them 
overnight and besides, even 
after completing the mis¬ 
sions, you'll still be picking 
this up if only to watch your 
grenades destroy buildings. 
Or to have a flying car chase. 
Or fight a giant battle tank. 
Or any of the tons of bloody 
cool things you can do in 
Syndicate Wars. Basically, the 
first thing you should do is 
walk, no run, to the nearest 
games shop and get your 
hands on this masterpiece of 
sci-fi action. Another 
Bullfrog 


mmiumummisi _ 7 __ 

The world of Syndicate Wars is inhabited by cults and companies, which is 
just the flimsy excuse we needed to provide you with the Playstation Plus 
Cult or Company Comparison Test. 


JOIN A COIT AND I0U... 

• Get to sleep with your peers on a 
regular basis. 

• Surrender all independent thought 
to the will of your leader. 

• Wear a toga-like garment just like 
everybody else. 

• Try and convert others to your way 
of thinking. 

• Spend time wondering what it 
would have been like to lead an 
ordinary life. 

• Commit suicide on the orders of 
your boss. 


JOIN A COMPANY AND YOU... 

• Get to sleep with your peers at the 
Christmas party. 

• Surrender all independent thought 
to the will of your leader. 

• Wear a suit and tie just like every¬ 
body else. 

• Try and convert others to your way 
of thinking. 

• Spend time wondering what it 
would have been like to lead an 
alternative life. 

• Stop wondering what it would have 
been like to lead an alternative life. 


. Graphics .:.90 . / M fe | 

Animation: 87 / 

"SoundMtZQZZZ # 

. Music.: .88.I 

La stability : 92 V y 

Playability: 91 
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Darklight 







The intro to 
Darklight 
Conflict 
explains 

LITTLE BUT 
LOOKS GOOD, 
SO WHO 
CARES. 



hoot 'em ups 
have always 
been at the 
forefront of new 
graphics techniques, with 
their success at least in part 
depending on big explosions, 
over-the-top weapons and 
flashy enemies. Darklight 
Conflict , from Electronic Arts, 
certainly continues this tradi¬ 
tion, pushing back special 
effects boundaries on the 
PlayStation while keeping 
movement fast and adrenalin 
up. But good looks and speed 
aren't everything, and when 
we previewed this game in 
issue 20, concerns were 
raised over difficulty set¬ 
tings. Come on a flight into 
the unknown to see if Sony's 
machine has got the 3D 
blaster it deserves - or if an 
opportunity has been missed. 


& 


HeLLOBHaEDSGmE 


Descriptions such as stun¬ 
ning, mind blowing and awe¬ 
some all spring to mind when 
you first see the graphics 
used in Darklight Conflict. 
What's more, all the amazing 
techniques used have been 
developed in-house at Rage 
Software based in Liverpool, 
so it's heartening to think 
this country is able to come 
up with ideas that could well 
influence programming on a 
worldwide scale. 

Patriotism aside, and mov¬ 
ing on to the background of 
the game, Darklight Conflict 
takes a fairly standard 
approach to the space battle 
genre, then adds just a little 
twist. Yes, it's again time to 
take on waves of aliens to 
save the world, but on this 



Release: Out Now 
Company : EA 
Price: £44.95 
Players: 1 

Genre : Shoot 'em up 




occasion the player is only 
part human. Earth has discov¬ 
ered the existence of a sen¬ 
tient mechanoid race, called 
Reptons, which is highly 
advanced. To keep lines of 
communication open, and to 
avoid conquest of the planet, 
world leaders have agreed to 
a rather dodgy deal. Humans 
have been handed over for 
assimilation into the alien 
society in order to facilitate 
discussions in the future. 

Where world leaders are 
concerned, a plan is no good 
without a secret agenda, and 
this one's no exception to 
the rule. If humans can 
become involved in the 
Repton military machine, 
they can gain information 
that could eventually bring 



down this threat from the 
outer reaches of space. 
Unfortunately for the humans, 
the Reptons are waging a dan¬ 
gerous war against another 
alien life-form called Ovons. 
Spying will have to take a back 
seat while the player concen¬ 
trates on survival. 



Some may well make compar¬ 
isons between Darklight 
Conflict and Elite , but to do 
this is to underplay what the 
Rage programmers have 
achieved. Piloting a space¬ 
ship out of a carrier for the 
first time, the universe is rep¬ 
resented as a truly dazzling 
and awe inspiring place. Each 
area of the galaxy is lit in real 
time by two suns, creating 




amazing lens flare effects 
and throwing light across the 
surfaces of ships in a blinding 
fashion. Piloting a spaceship 
straight into one of these 
suns cuts down on visibility 
and the enemy seems to use 
this to its advantage. 

Use of light is probably the 
single most impressive fea¬ 
ture of the game, although 
there are plenty of other 
points that deserve praise. 
Firing off weapons also cre¬ 
ates a variety of sourcing 
effects, so a laser shot that 
misses a target nevertheless 
causes reflections as it disap¬ 
pears into infinity. Add to 
this picture glowing fire 
power using transparencies 
to the max, and you can 
imagine how at times 







































(Right) The 

GAME ENGINE 
HAS NO 
PROBLEM 
SMOOTHLY 
MANIPULATING 
LARGE 
OBJECTS. 






MISSIBNIMPBSSIBlt _ 

Over 50 missions are packed into Darklight Conflict, some requiring thought 
and tactics, others simply testing trigger fingers, but all incredibly hard to 
complete. Take the route forging mission for instance, which involves clear¬ 
ing asteroids for a larger ship. Sounds easy? Take a look at this breakdown. 



Darklight Conflict turns into a 
show more impressive than 
anything Jean Michelle Jarre 
has managed to pull off. 

One of the claims Rage 
made while Darklight Conflict 
was in development was that 
complex physics models were 
programmed into the main 
game engine, and the fin¬ 
ished product does bear out 
the hype. Collisions and 
weapon fire cause objects to 
spin or move according to 
where they were struck. 
When ships or other items 
such as asteroids are 
destroyed, they explode out 
from the point where the 
fatal blast struck. 

Then there are subtle artis¬ 
tic touches that add a highly 
polished finish to the prod- 
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uct. After blowing apart 
Ovon scum, crafts split into 
pieces of spinning, short cir¬ 
cuiting debris. It's highly 
satisfying to tear apart the 
enemy and then fly through 
the drifting wreckage. 
Different corners of the 
galaxy are reached via hyper 
space. On approach to these 
entrances, streams of plasma 
crackle out towards ships and 
then pull them into a neon 
vortex. Visually impressive in 
a tripped out way, these sec¬ 
tions also serve as power-up 
points, where collecting red 
shards of light replenishes 
energy and hitting blue 
shards reduces power. 

There are several styles of 
ships to take charge of, includ¬ 
ing bombers and fighters, and 



STAB! OHI: 

After flying through hyperspace, ten 
Ovon pilots have to be destroyed 
very quickly. Hanging around will 
definitely mean game over. 



STACt THREf: 

Entering another area of space, a 
massive asteroid belt needs to be 
cleared. Seems easy enough - until 
the enemy unexpectedly pops up. 


STAB! TWO: 

Power up through hyperspace and 
destroy a bracing unit that has been 
attached to another gate. This opera¬ 
tion is best completed using bombs. 



STABtfOUR: 

Time to travel again, this time into 
the path of another nine Ovons. 
Take these out and finally permis¬ 
sion is granted to return home. 



(Left) 

Enemies 

CONFRONT THE 
PLAYER IN 
SEVERAL 

forms. This 

BIRD-LIKE SHIP 
ISA TRICKY 
AND DANGER¬ 
OUS OPPO¬ 
NENT. 
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Even though Darklight 
Conflict was originally a PC 
title, the control system is 
very simple and natural to 
use. Chasing enemy craft, 
mining asteroids and docking 
with motherships all require 
constant changes of direction 
and sudden alterations to 
speed. And the control 
system is easily up to the job; 
touching any of the con¬ 
troller buttons produces an 
instant response. The only 
real fault here seems to be 
the way shields are operated. 
Rather than switching pro¬ 
tection on and off, a button 
needs to be held constantly, 
which is a pain when trying to 
concentrate on blasting. 

A comprehensive training 
mode has been included. 
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Opinion Playing Darklight Conflict is like diving into a movie stuffed 
with amazing special effects. For at least the first half an hour or so you'll 
be continually picking your jaw up off the floor or drooling as lights and 
textures flash across the screen. Gameplay is solid with some interesting 
missions thrown in, but ultimately probably too tough for the average 
player, with a huge leap between training levels and full space battles. 
This problem is made worse as variable skill settings have been left out. A 
possible classic somewhat spoiled by what could have been an easily 


! remedied problem. JM 
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The peaceful inky blackness of space is 
often filled with flashing laser beams and 
exploding spaceships in video games. But 
they can't compete with the movies. Our 
favourite movie space battles? Read on... 

shiihiv 

The Death Star trench sequence is of course 
the classic space battle, with tension oozing 
from the screen as Luke Skywalker heads 
towards that tiny exhaust port which no one 
else can hit. Apart from him. Han Solo still 
comes out looking the coolest though, by 
flying in to save Luke's rookie Jedi ass. 

mum of mm 

Not deterred by the destruction of their 
pride and joy at the end of Star Wars, the 
Empire decide to build another Death Star. 
But before they can even finish the job 
Lando Calrissian and the rest of the Rebel 
fleet have blown it up. A stunning battle, 
with so many ships zooming around at once 
that it'll make you dizzy. 

IIFF OF URIAH 

Monty Python's satire on the life of Christ 
features the most surprising space battle 
ever. After falling off a Roman tower, Brian 
(Graham Chapman) lands in a passing space¬ 
ship. There ensues a crazy space chase 
before the ship crashes and Brian walks 
away unscathed, to shouts of "You lucky 
bastard" from a passer-by. 

mooomo 

James Bond in space. The battle to stop the 
evil Drax from releasing his nerve gas 
capsules into Earth's atmosphere from the 
Moonraker space station is a classic big 
Bond fight, with loads of soldiers flying 
around with jetpacks and generally kicking 
crap out of each other. And it's got metal 
mouthed baddy Jaws in it to give it that 
little touch of class. 

smimmsimmi 

A Star Trek fan's wet dream, this has Picard 
and the federation giving the bid bad Borg 
a right kicking. Finally, a large scale space 
battle in Star Trek instead of just the 
Enterprise against a couple of Romulan 
ships like it was every week on the TV show. 


Switching 
Darklight 
Conflict on 

FOR THE FIRST 
TIME IS A 
DAZZLING 
EXPERIENCE. 
AT TIMES THE 
GAME LOOKS 
LIKE THE SPE¬ 
CIAL EFFECTS 
SEQUENCES OF 
A BIG BUDGET 
MOVIE. 


. Graphics; 91. / 4 ' 

Animation: 88 / K 

... SoundM; Q$ . f " 

. Music: 92.I Mm m 

Lastability: 89 \ 

Playability: 91 


some stages even require the 
player to take charge of the 
gun turret sections on larger 
craft. Equipment is equally 
diverse and depends on the 
mission's objectives. There 
are plasma, laser and cannon 
guns; a variety of bombs that 
annihilate or disable through 
transferral of computer virus, 
and equipment such as track¬ 
ing beams. Plenty for any 
would-be star- fighters to get 
their teeth into. 


which takes the player 
through weapon and equip¬ 
ment usage, and combined 
with the straightforward 
nature of the game, Darklight 
Conflict appears to score very 
highly in the pick up and play 
stakes. Get past the learning 
sections and onto real mis¬ 
sions and all of a sudden this 
all changes. The difficulty 
level rockets and most people 
are likely to spend hours just 
getting through the first few 
missions. Adversaries have to 
be taken out almost instantly 
or another will sneak up from 
behind and it's curtains. Slow 
down too much or keep to 
one speed for too long and 
you'll be picked off. 


Something really should 
have been done about the 
incredibly steep learning 
curve after product testing, 
and without the ability to 
alter the default difficulty 
setting, the first stages of 
this game will have to be vis¬ 
ited time and time again. 
More also needed to be made 
of the information sections 
separating missions. Simple 
lines of text explain how the 
player's success or failure will 
affect the outcome of the 
alien war and these fail to 
involve the imagination. It is 
likely though that Darklight 
Conflict will draw you in and 
experimenting with tactics 
should reap rewards. 
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Tobal 2 


the crowd - has been 
revamped. So with all these 
changes and many more, can 
Tobal No 2 really challenge 
the mighty Tekken 2? 


1S:>ioqthBqpsp.ato?1 


From the outset Tobal No 2 is 
an incredibly polished and 
playable game. For a start 
the graphics are fantastic, 
with the PlayStation's high- 
resolution mode making 
characters and backgrounds 
look fantastically detailed. 
The backgrounds aren't 
all great to look at, but 
since the fighters move 
at a gob-smackingly 
smooth 60 frames per 
second you'll be paying 
much more attention to 
them anyway. Their 
speed and fluidity is 
something to behold, 
with simple attacks look¬ 
ing impressive and com¬ 
plex moves and combos 


While Tobal 
2's RENDERED 
SEQUENCES 
LOOK IMPRES¬ 
SIVE, THE HIGH 
RESOLUTION 
OF THE IN 
GAME CHARAC¬ 
TERS MEANS 
THEY AREN'T 
OVERSHAD¬ 
OWED BY 
THESE GOR¬ 
GEOUS PIC¬ 
TURES. 


Release : Import 


Company : Squaresoft 
Price :Import 
Players : 1 -2 
Genre : Beat'em up 


causing much jaw slackness. 

At first the fighting system 
is a little tricky to get used 
to, with moves being split 
into high, medium and low 
attack commands. These 
three keys are used with the 
Dpad and block and jump 
buttons to make the fighters 
do their thing. While it's 
pretty easy to just mindlessly 
slap the buttons and pull off 
some cool moves, the attacks 
need to be mastered if the 
game is going to be con¬ 
quered. And there's a lot to 
conquer because, besides 
having tons of smooth com¬ 
bos and impressive kicks and 
punches, there are two very 
important additional forms 
of attack - throwing and mis¬ 
sile attacks. Tobal No 2's 
throwing system is much 
more complex than a lot of 
other games, and requires 
players to grab the opponent 
first before attempting to 


#11 Am evera com P a “ 
J/Kf ' y ny to rest on 

•' : Wr its laurels, 
Squaresoft has 
already come out with a 
sequel to the incredible beat 
'em up Tobal No 7, which had 
a lot of good ideas but didn't 
quite match up to the bril¬ 
liant Tekken 2. 

Once again, the action 
takes place on the planet 
Tobal as fighters from all over 
the galaxy battle it out to win 
the Stone of Kings, but this 
time there are two more 
characters joining the origi¬ 
nal line-up of Chuji, Epon and 
the rest of the gang: Chaco is 
a galactic soldier who has 
given up soldiering to take 
part in the tournament, while 
Dr V is a surgeon who's also a 
master kickboxer (everyone 
needs a hobby). But the char¬ 
acter roster isn't the only 


thing to have been changed. 
The graphics have been 
improved, more moves have 
been added and the famous 
Quest Mode - which set Tobal 
Nol apart from the rest of 
















































make an attack. Even after an 
attack has been launched, 
the enemy might still break 
out of the hold, land safely 
on their feet or even reverse 
the process and send the 
player crashing to the floor. 
But the major new moves are 
the fighters' missile attacks. 
Each of the main characters 
can now charge up an energy 
attack which can cause dev¬ 
astating damage should it 
connect. However, these 
drain the character's energy 
as they charge, meaning they 
must be fired with care - so 
endless fireball fights are a 
thing of the past. 

BftIB 

What made Tobal No 7 very 
different from the competi¬ 
tion was its Quest Mode 
which took combat out of the 
arena and into the dungeon. 
Any character could be 
selected and used to explore 
the various dungeon levels, 
fight creatures, avoid traps 
and find hidden objects. Its 
only problem was that it 
seemed a little limited in 
scope and was viewed as just 
an interesting add-on to the 
rest of the game. In Tobal No 
2 though, the Quest Mode is 
much more advanced, which 
ups its contribution to the 
game significantly. Now the 
action isn't just confined to 
tunnels as it was in the first 
game. Characters can now 
run around outside, moving 
from building to building and 
talking to various characters 
in between visiting the dun¬ 
geons. The RPG element has 
also been increased, with 


experience points being 
earned for each part of the 
body through combat. Items 
can be picked up and select¬ 
ed from the inventory at any 
time, with magical stones 
providing bonuses or penali¬ 
ties. With all this, the com¬ 
bat, and the huge amount of 
characters and levels to 
explore (the dungeons are 
randomly generated each 
time you play, increasing the 
lifespan no end), the Quest 
Mode is almost worth the 
admission price on its own. 

Bins tTiSEci 

What all this adds up to is a 
top quality beat 'em up 
which plays like a dream and 
has enough depth to keep 
even a hardcore gamer busy 
for ages. This isn't an easy 
game by any means, but it's 
picked up quickly and charac¬ 
ters have plenty of moves 
and combos to learn. And 
once they're mastered Tobal 
No 2 really takes off as a 
superb fighting game. The 
Quest Mode is more than 
simply an add-on to the main 
game, and it'll be interesting 
to see how the idea builds in 
the future. Tobal No 2 
undoubtedly has a longer 
lifespan than Soul Blade , but 
it's still just beaten by Tekken 
2 for the title of best beat 
'em up on the PlayStation, 
simply because of Tekken's 
accessibility and the huge 
selection of moves. That said, 
any import gamers tiring of 
the Namco releases should 
get hold of this, while the 
rest of us wait for the PAL 
release with bated breath. 


Quest 


TIGHTS 


A GAME WITH CHARACTER _ 

To begin with, only 10 fighters can be chosen from,,but all good beat 'em 
ups have secret characters and Tobal No 2 isn't breaking the tradition. By 
completing the tournament mode on each of the difficulty levels the three 
bosses are made available, but the Quest Mode offers some incredible 
rewards. Each completed dungeon adds another character to the roster, and 
it's rumoured that once this mode is completed, all the enemy characters 
from the dungeons become playable. This could lead to over 150 selectable 
characters in the game. Makes you dizzy just thinking about it. 



CH0C0B0 

Soon to be seen in Final Fantasy VII, 
this Big Bird lookalike can't be 
thrown but has very few attacks. 
However, in the hands of a master he 
is devastating. Well, not really. 



BDAH 


Imagine the offspring of Marshall 
Law and a giant bat (if you dare) and 
that's the Kung-Fu creature that is 
Udan. Get close to this somersault¬ 
ing fiend at your own risk. 



MM 

Possibly the coolest character in the 
whole game, Mark fights in a 
Capoeria style, similar to Eddie in 
Tekken 3. That'd be breathtaking 
handstand moves aplenty then. 



HORK 

There's no escaping it, Nork is 
absolutely bloody huge, which gives 
him a bit of a weight advantage. 
Actually a bit of a novelty choice, he 
still has a top-notch uppercut. 



jj-n 

■ Opinion Total No 7 didn't really cut it for me as a serious competitor ! 
! to Tekken 2, but Tobal 2 is a huge improvement and shows Squaresoft j 
[ becoming a major developer of beat 'em up games. The graphics, speed 
| and playability are of an incredibly high standard, and the Quest mode 
i has been improved immeasurably, increasing the lifespan of the game no i 

! end. Up there with Tekken 2 and Soul Blade as a definitive PlayStation 
[ beat 'em up, the only drawback could come with reduced speed when the j 
| PAL version hits these shores. But on import at least, this is one of the 


i games of the year. DB ! 

l -J 
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. Graphics: 92 

Animation: 90 

. Sound FX: 84 

. Music,: .88 

Lastability : 93 
Playability: 90 
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Each of Rally 
Cross'TRACKS 
IS SET IN A DIF¬ 
FERENT ENVI¬ 
RONMENT. 

The Alpine 

TRACK OFFERS 
AN EXTRA DAN¬ 
GER, WITH THE 
ROAD COVERED 
IN ICE. 

Remember, 

YOU MUST 
TURN INTO A 
SKID. 



1 ony's Rally 
y Cross takes a 
rough and tum- 
ble approach to 
the racing genre by forgoing 
smooth roads and sports cars 
in favour of heavy suspen¬ 
sions and hostile terrain. 

Boasting six very different 
tracks each with enough 
bumps and turns to make cars 
spin like they're in a washing 
machine, this is a title which 
seeks to mix the bump and 
grind of Destruction Derby 
with the off-road mud antics 
of Monster Trucks. What's 
more, the multiplayer ethic 
has been embraced with a 
rib-crushing bear hug with 
two-player and (get this) 
four-player split-screen 
modes, meaning link-up 
cables can be ditched in 
favour of much tangling of 
joypad leads. With all this on 
its side, will Rally Cross be 
taking to the podium for a 


great big swig of champagne 
with the rest of the racing 
classics, or will it be sent 
packing to the scrap yard? 


KEaEY 


EE 

From the beginning. Rally 
Cross stands out because of 
its tracks. These courses are 
full of bumps and banks 
which are unfriendly enough, 
but when they're being 
approached at speeds near¬ 
ing 90mph they're downright 
lethal. Going too fast when 
hitting a hill or even just 
going into a bump at the 
wrong angle is likely to send 
a car flying into the air, and 
possibly onto its roof. Don't 
despair though, you're not 
out of the race if you end up 
lying on your back like an 
upturned tortoise. Hitting 
the shoulder buttons will 
cause the car to shake from 
side to side until it eventually 
rolls back onto its wheels in 


order to continue the race. 
You can roll your racer as 
much as you want, since any 
damage is only cosmetic, but 
it can get annoying when 
you're desperately trying to 
upright your car and the 
opposition are disappearing 
into the distance. It also 
means the game has to 
played with care because 
screaming round corners at 
full speed will cause a nasty 
and time-consuming accident 
if the brake isn't used to send 
the car into a controlled skid. 
Ultimately though, this leads 
to more skillful driving, and 
an immense feeling of satis¬ 
faction when a lap is com¬ 
pleted without rolling once. 

Looks-wise the game is a 
mixed bag. The cars are very 
detailed, with wheels tilting 
when the car turns, the chas¬ 
sis bouncing on the shock 
absorbers with every bump in 
the road, and even the brake 



lights coming on when the 
car slows down. They also 
look very chunky and move 
with a reassuring weight 
which makes the speeds feel 
very true to life. However, 
they do look a little rough 
around the edges, which 
takes away the game's polish 
somewhat. Tracks suffer from 
the same problem. They look 
good on the move, but as 
soon as the action slows 
down or stops and a closer 
inspection is taken, the sur¬ 
roundings start to look like 
you're taking a journey 
through Legoland. 

m&ma 

Rally Cross is a game which 
starts small and grows as the 
player progresses. In the 
beginning Rookie season 
only half of the six tracks are 
available, being raced both 
forwards and backwards for 



Release : July 
Company : Scee 
Price : £34.99 
Players: 1 -4 
Genre : Racing 






Driving con¬ 
servatively 
won't win 

RACES HERE. 

Slamming 

OVER BUMPS 
AND SCREAM- 
INGROUND 
SHARP COR¬ 
NERS ARE 
WHAT'S 
REQUIRED TO 
TAKE FIRST 
PLACE. 
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six races in total. The choice 
of car is also restricted, with 
only eight available to the 
novice player. However, once 
the Rookie season has been 
conquered more tracks and 
vehicles become available, 
and by winning the Veteran 
and Pro competitions all of 
the vehicles and courses are 
up for grabs. The effect of 
this is twofold, because while 
it eases the player into the 
game and gives an incentive 
to get further, it also 
restricts the gameplay to a 
small number of tracks and 
some pretty poor vehicles. 
What's more, after the Pro 
level has been accessed and 
all cars are available, the bal¬ 
ance of vehicles becomes 
incredibly uneven. It's a 
waste, because what's the 
point of having 16 cars if only 
two are worth driving? In its 
favour however, there are 
some brilliant options to vary 
the races and introduce new 
tactics. For instance. Tracks 
have alternate routes which 
open and close according to 
the skill level, springing a lot 
of surprises from season to 
season. Imagine coming 
around a familiar corner only 
to have a regular route 
blocked off or a new one 
made available. It's an addi¬ 
tion which means compla¬ 
cent racing is not a factor in 
Rally Cross. 


Worth 


msam mum 


Mastering Rally Cross can 
give you a real sense of satis¬ 
faction. Once you can skid 
around a corner at 60 mph. 







i-1 

i Opinion Providing a refreshing change to racing. Rally Cross offers ! 

j high-flying car smashing action which requires a lot of patience and skill j 

j to master. While the constant car rolling and lack of choices might put 
i some people off initially, they'll be the ones losing out because this is an 
! engrossing, different and above all fun game which gives other racers a 
| hefty kick up the backside. With the inclusion of the four player split- 
j screen mode and Sony's new low-price policy, this is a game which can't 


i be ignored. DB ! 

i-! 


pull off a quick handbrake 
turn to get back in the race, 
or even regain control of the 
car when it's teetering on 
two wheels and threatening 
to roll over, the game reaches 
a whole new level. This is a 
race where advanced tech¬ 
niques aren't just essential 
for completing the tracks, 
they're great fun to use and 
learnt naturally rather than 
methodically. Therefore, 
once the game's been con¬ 
quered, far from getting bor¬ 
ing it actually gets better to 
play. But that's both a plus 
and a minus. On the one hand 
it increases durability, but it 
also makes the game a little 
hard to get into. Beginning 
the game with only a small 
selection of tracks and cars, 
and constantly rolling over all 
the time, not to mention hav¬ 
ing to use the brake more 
than any other driving game 
in recent memory are all fac¬ 
tors which will deter an impa¬ 
tient gamer. That's a real 
shame because, once the 
courses have been opened up 
and the driving style's been 
learnt, there's plenty of long- 
lasting pleasure to be had by 
taking a spin round some of 
the most hostile tracks ever 
seen in a computer game, 
and the multi-player modes 
only add to the fun. This is a 
game which rewards patience 
with lasting and involving 
gameplay, which is a quality 
rarely seen these days. A 
cracking 
good race. 


KiMiimiumeumim _ 

Taking the idea of a multi-player split screen to the extreme. Rally Cross' 
four-player mode manages to fit all players on the same screen, giving every¬ 
one a corner of the TV to call their own. Then, with only a multi-tap, some 
extra joypads and a few mates (did we say only?), you'll be able to enjoy 
some four-way racing action without a link cable in sight. That said, unless 
you like the idea of getting eye strain, it's best not to try and play this mode 
on a portable television. 


SSSSraodBBI 

. Graphics80 . / JHp' 

. Animation : 82 / 

. Sound FXzQO { 

. Music : 75.I 

LastabilityzQ 6 \ 

Playability: 81 
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il Machine 


Get your ass 
to mars. An 

EXCAVATION OF 
AN ALIEN CIVIL¬ 
ISATION HAS 
UNLEASHED A 
COMPUTER 
VIRUS AND 
NOW ROBOTS 
ARE ON THE 
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In human 

FORM THE 
PLAYER IS AT 
GREAT RISK, SO 
TASK ONE IS TO 
BLAST A DROID 
UNTIL IT FLASH¬ 
ES, THEN TAKE 
OVER ITS 
ARMOURED 
BODY. 




Impkessioks 


After a fairly mundane intro 
sequence. Machine Hunter 
looks like being a bit of a dis¬ 
appointment. Level one is a 


/VH ot every video 
Jjrip / game needs to 
/ break the mould 
to be worth the 
asking price. Take Machine 
Hunter , the new top-down 
shoot 'em up from Eidos. 
Inevitably the first comment 
from virtually everyone who 
comes into contact with this 
title is that it looks like 
Loaded. Let them play around 
for a few minutes however, 
and they start remarking on 
impressive little touches, or 
the speed of the engine. 
Before too long it doesn't 
matter where the concept 
comes from because the solid 
blasting action has made 
them forget that seen-it-all- 
before attitude. 

BE Mm 

Generally speaking the thrust 
of Machine Hunter is pretty 
straightforward. Run around 


Release : 


Company : Eidos 
Price: £44.95 
Players : 1 - 2 
Genre : Shoot'em up 


a variety of environments 
furiously shooting alien and 
robot scum; along the way 
rescue a few hostages and 
complete a few basic mission 
objectives. Easy. The game's 
storyline concerns one of sci¬ 
ence fiction's favourite tales: 
Machines, designed to make 
life easier for humans, have 
turned on their creators. 
Partially organic droids that 
serviced machinery, or con¬ 
trolled agricultural pests, or 
acted as security guards have 
mysteriously been infected 
with strange computer virus¬ 
es. The source of these infec¬ 
tions has been tracked and an 
antidote has been discov¬ 
ered. Now it's time to kick 
some metal butt. 

Considering most of the 
robots in the game were 
designed to serve rather 
mundane purposes, these 
hunks of machinery have 


little bland and the player's 
abilities are pitiful. But after 
wandering around, the feel¬ 
ing of depth the program¬ 
mers have managed to give 
using the top-down view 
really starts to impress. 

Once inside a robot the 
action instantly steps up a 
gear, with android fire com¬ 
ing thick and fast from all 
sides. Much of the time is 
spent surrounded by adver¬ 
saries who move quickly and 
can be quite canny. To cope 
with this, possessed droids 
can fire in four directions 
independently of movement, 
much the same as Smash TV. 

In all, 10 classes of 
mechanoid monsters can be 
piloted, with the more inter¬ 
esting saved for later stages 
of the game. Each has a basic 


been equipped with shocking 
amounts of weaponry and 
armour. The player, on the 
other hand, has pathetic lit¬ 
tle guns and a soft, easily- 
damaged body. Fortunately 
the tables are there to be 
turned as some of the droids 
can be possessed after 
they've been shot up. Since 
the player is returned with 
full health after getting 
kicked in machine form, the 
key to the game is using 
robots as stepping stones. 
Should the supply of droids 
dry up, the flesh tends to die 
fairly quickly. 




■■■■■Hi 


■■■. 



























mum mum 

Killer droids on the ram¬ 
page? Sounds familiar. This 
plotline has been doing the 
rounds in movies for ages. 
So to prove we care, here's 
the PlayStation Plus top 
five psycho droid films. 



mmm 

Mucho carnage as an 
android goes on a killer 
rampage. Based on a 
2000AD story, fact fans. 



2.BIA01 RUNNER 

Bunch of replicants 
escape a colony and, er, 
go on a killer rampage. 
But you knew that. 



3.TERMMT0R 

It's a droid, it's a ram¬ 
page (of sorts) and 
there's killing. Killer 
rampage? You betcha. 



4MSTW0RLD 

Robotic leisure park 
attractions go bonkers. 
Much rampaging, killing 
and... baldness. 



Preston's rampage is 
more genteel than most, 
but what the heck. He 
kills. He rampages. 





i---|—- “ - “ .r“ “ “ “ “ “ a -th 

i Opinion Trying nothing particularly new or innovative. Machine 
! Hunter is nonetheless very well executed. Polygon environments are well 
j crafted and interesting, prompting the player to explore every possible 
■ corner, rather than heading straight for the exit. Viewed from above you i 
i might expect scenery to be a little dull, but the sense of perspective is 
| excellent. Action is very, very fast and addictive, the only possible draw- | 
j back being longevity as there's not much here to test the grey matter. If 
i comparisons must be made with Loaded , Machine Hunter definitely comes 


i out on top. JM i 

i-1 


weapon, like a laser, cannon 
or grenade launcher, that can 
all be powered up to overkill 
levels. The most amusing is 
the flamethrower, not for the 
way it shoots but the 
destruction it leaves behind. 
Once toasted, corpses remain 
on the screen burning in a 
most convincing fashion. 

Machine Hunter's emphasis 
has been placed firmly on 
foot-to-the-floor gameplay. 
Streams of trigger-happy 
enemies, all made from 
sprites, flood onto the screen 
with no respite. As the player 
responds with blasts from a 
variety of powerful weapons, 
the screen fills up with pro¬ 
jectiles, explosions, clouds of 
smoke and pools of blood. 

Lighting is particularly 
impressive and as items are 
blown up, flashes of light are 
accompanied by jarred 
vision. All these effects are 
flashy and smooth and no 
matter how many objects are 
onscreen at any one time, the 
game never staggers or slows 
down. Yup, it's True heart¬ 
pounding action. 


It's all too easy for a title tc 
ignore aural entertainment 
favour of visual trickery, bu 
Machine Hunter pays atten¬ 
tion to the whole package. 
Frantic play is accompanied 


If single-handed alien and 
robot scum blasting become 
too lonely, Eidos have includ¬ 
ed a two-player feature to 
extend the game's life. Play 
is viewed using horizontal 
split screen and it's possible 
to either go head to head or 
help each other out. 

Levels are played 
through in the 
same order as in 
the normal game 
and it's possible 
to set human com¬ 
petitors 
weapon detec¬ 
tion so gunfire 
is either harm¬ 
ful or harmless 
amongst friends. 

On completion of a 
level stats are displayed 
showing who's done the 
best. 


progresses, areas become 
bigger and bigger and should 
test anyone's skills to the 
absolute limit. Thoughtfully, 
a map can be accessed and 
then scrolled through to help 
the player find the exit, but 
even so it's fairly easy to get 
well and truly lost. 

If Machine Hunter has a 
drawback it's the simplicity 
of missions. Because tasks 
don't require much lateral 
thinking, eventually its charm 
may well be lost, but then, 
this is a fairly traditional 
shoot'em up and what it does 
it does well. 


(Left) Two 
people CAN 
play Machine 
Hunter either 

CO-OPERA¬ 
TIVELY OR 
AGAINST ONE 
ANOTHER . The 
HORIZONTAL 
SPLITSCREEN 
ACTION IS 
SLIGHTLY 
SLOWER THAN 
IN ONE-PLAYER 
MODE, BUT IS 
STILL A BLAST. 


ru 


by an excellent soundtrack of 
hard, acid techno and 
screeching guitars, all of 
increasing kill motivation. 
Sound effects range from 
satisfying squelches as ene¬ 
mies explode into bloody 
particles, to pitiful cries as 
stray dogs are gunned down - 
saving humanity can be a 
dirty job. 

From the starting point of 
alien excavations on Mars, 
missions span 25 zones 
across mines, factories, 
power stations, laboratories 
and even the inside of an 
asteroid. As the storyline 


Sound FX : 80 


Music: 90 


i/cs :89 
Animation: 86 


Lastability : 86 
Playability : 91 
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THERE'S 
A CHARITY THAT 
WANTS MORE PEOPLE 
TO SUFFER 
LIKE THIS. 


YOU SHOULD BE AWARE THAT SONY HAVE INFLICTED THEIR NEW SAMPLER ON AN UNSUSPECTING PUBLIC. 

POWER SOURCE CONTAINS: TOMB RAIDER. PORSCHE CHALLENGE. MONSTER TRUCKS 2 AND DESTRUCTION DERBY 2. 

YES. YOUR THUMBS WILL HURT, YOUR BRAIN WILL HURT. BUT YOUR SOUL WILL BE PURE. ALL PROCEEDS GO TO THE PRINCE'S TRUST. 


PlayStation 


JCCEED 


' ind ' Q !av$tatiQn ’ an Tademar'c it Tony Computer “nter*amment 'nc. 










Ballblazer 

MAKES GREAT 
USE OF LIGHT¬ 
ING EFFECTS 
WITH THE BALL 
ITSELF LEAVING 
A TRAIL OF 
LIGHT AS IT'S 
LAUNCHED 
INTO THE AIR 
OR HOPEFULLY 
INTO THE 
GOAL . 



Ballblazer 



maginea 
bizarre merg- 
Wtfr er of futuristic 
games like 

Rollerblade; WipEout-style 
graphics; football played 
with - wait for it - guns and 
the creative genius of 
LucasArts. Got it? No, nei¬ 
ther did we till we played 
Ballblazer Champions. 

Anyone who ever had a 
Commodore 64 will already 
know the original Ballblazer 
game, a classic early 
LucasArts title. Set in the 
future, it had two competi¬ 
tors in hovering craft- called 
Rotofoils - trying to grab a 
huge ball of energy and 
shoot it into each other's 
goal. Simple it might have 
been, but it was such a big hit 
it's been given the 
PlayStation update treat¬ 
ment. This means we not only 
get some flashy new graph¬ 
ics, but also a selection of 
new courses to play on, and 
weapons have been intro¬ 
duced to make matches even 
more frantic. Multi-player 
possibilities have also been 
taken care of with a two play¬ 
er split-screen. 


Release : Out Now (imp) 
Company : LucasArts 
Price: Import 
Players: 1-2 
Genre: Sport Sim 




But the real meat of the 
game lies in playing through 
a season, a knock-out compe¬ 
tition taking place across a 
series of increasingly com¬ 
plex arenas which must all be 
beaten in order to become 
the new Ballblazer Champion. 

_1 15*13 

The rules of the game are 
thus: Each match is split into 
three four-minute rounds 
with the winner the first to 
win two rounds. To grab the 
ball players must run into it 
with the Rotofoil and fire it 
into the goal. Rounds are 
won either by scoring five 
goals, or being the player 
with the most goals when the 
time runs out. 


QUITE 


Simple? 


Champions 


However, there are a few 
things that make this a far 
from simple task. For a start 
your opponents are incredi¬ 
bly cunning devils just as 
goal-hungry as you are. 
They're always on the hunt 
for the ball and have no prob¬ 
lem with playing dirty to win 
the match - and since they 
have weapons this can 
prove fatal. 

Weapons are scat 
tered about the 
playing field just 
begging to be 
picked up and 
fired with wild 
abandon. Only one 
can be carried at any 
time and has a limited 
amount of uses. Luckily each 
player has their own default 
weapon which is always 
accessible and regenerates 
ammo over time. Playing 
fields also have a major role 
in making life difficult. There 
are 12 stadiums in a regular 
season, all variations on four 
standard types, with the 
promise of more later in the 


game. The first flat pitch is 
dull and easy, but it eases the 
player into the game so the 
basics can be mastered. And 
they need to be. After the 
first field things get seriously 
hellish: Ramps, multi-levelled 
pitches, huge dips and rises, 
trenches and even moving 
goals are just some of the 

features combining to 
^ create some truly 

epic playing fields. 
i Crossing some of 
f these is a task in 
itself, but with 
the other hazards 
thrown in, match¬ 
es soon become a 
frantic race to the goal. 



Thankfully the Rotofoils are 
more than up to the task of 
conquering both the insane 
stadiums and the various 
opponents. The craft are 
highly manouverable and can 
strafe from side to side as 
well as rotating, allowing for 
flashy moves and easy aiming 
at the goal. A turbo boost is 



mm 

Wm 



Hi 

Rotofoils 

COME IN ALL 
SHAPES AND 
SIZES , WITH 
DIFFERING 
SPEEDS AND 
HANDLING 
CAPABILITIES . 
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TESTED 
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a 
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While 

playing 

ALONE OFFERS 
THE BEST VIEW 
OF THE CAME, 
THE TWO- 
PLAYER SPLIT¬ 
SCREEN MODE 
DOESN'T MAKE 
IT TOO DIFFI¬ 
CULT TO WORK 
OUT WHAT'S 
GOING ON. 



i 


also fitted as standard, but 
this drains energy when acti¬ 
vated so it can't be used con¬ 
stantly. Energy actually plays 
a major part in the game, 
since merely holding the ball 
siphons it off. This means 
using a 'kick and run' tactic 
by firing off a ball and catch¬ 
ing it by with the turbo 
rather than a constant drib¬ 


bling style. Power levels are 
also lowered by weapons fire 
and by passing over orange 
tiles on the ground. It's not 
all bad news though, because 
there are green tiles which 
boost energy to maximum, so 
finding these is a must. 
Another feature of the 
Rotofoil is the Snap button. 
The action moves so fast in 



Ballblazer it's often difficult 
to find the ball, and even the 
goal. But by using the snap 
button everything is much 
easier. Pressing this when 
not in possession of the ball 
makes the Rotofoil turn 
directly towards it, and once 
the ball has been grabbed, 
pressing it a second time 
points the craft at the goal. 
This is a brilliant idea which 
allows the game to be very 
fast but still understandable, 
and reduces the frustration 
factor immensely. 



Ballblazer is a fast-moving 
game which is easy to learn 
but difficult to master. The 



whole experience is such a 
thrill that time soon flies by 
and before you know it you'll 
be halfway through a season 
and scoring goals like 
nobody's business. It's also 
fast. What's more it looks 
fantastic, with the graphics 
keeping up with the action 
without looking too messy, 
and lighting effects are 
excellent. Did we mention 
it's fast? Two-player mode is 
just as fun, even if the split 
screen makes it harder to tell 
what's happening at times. 
But still, this is such a great 
game that you almost wish 
this was a future sport that 
actually existed. Thrilling 
stuff. Oh, and it's fast. 


mu i SUBl mil Ml IHBIISH... 

Sometimes people need a bit more than gentle persuasion 
to let go of that ball. To that end, firing off some high-pow¬ 
ered weaponry is the best way to convince opponents to 
give it up. Think Robbie Fowler would hang onto the ball if 
someone popped a cap in his ass? 



mat gun 

Fast firing and good look¬ 
ing, the freeze gun will 
stop an opponent in their 
tracks after a few direct 
hits. All the player does is 
simply drive up and nick 
that ball. Sneaky eh? 


OISTABIIIMTM FltlO 

A very long name for what 
is essentially a space age 
oil slick-dropper. Laying a 
cloud of this blue muck 
will send any craft stupid 
enough to touch it into a 
wild spin. So be careful. 





Each charac¬ 
ter HAS THEIR 
OWN 

Rotofoil 

WHICH CAN BE 
UPGRADED 
BETWEEN 
MATCHES TO 
CREATE THE 
PERFECT GOAL¬ 
SCORING 
MACHINE. 


I-1 

i Opinion Imagine football played with WipEout-sty\e craft and you i 
{ still won't come close to the madness that is Ballblazer Champions. 

| Matches move so quickly at first it's difficult to keep up, but it's worth 
i sticking with it because this game is excellent. Matches are tense and 
! thrilling competitions which keep your hands gripped to the joypad at all | 
j times, and the fact they get tougher and tougher as the opponents get 
i smarter and the arenas get wilder only adds to the pleasure. Superb stuff 


i from LucasArts. Fast, furious and highly recommended. DB 

i_i 


HOMING MISSIIFS 

Aiming is not an issue with 
these guided beauties. 

One will damage the tar¬ 
get and cause them to 
drop the ball. Three will 
shut them down for a short 
time. Missiles away! 


LANDMINES 

Leaping off ramps isn't the 
only way to catch some air. 
Running into these will 
lead to a drop in energy 
and an equally swift rise in 
altitude. Best not to 
reverse after using these. 



. Graphics : 83 

Animation : 82 

. Sound FX;M. 

. Music.;. 8.4 

Lastability : 85 
Playability : 88 
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PITCHING IN 

Interplay is particularly 
proud of VR Baseball's 
pitching method, and it 
is indeed more complex 
than those of past base¬ 
ball games. 
Combinations of the 
Dpad and facia buttons 
are used to determine 
the style of shot. These 
include curve balls and 
fast balls, while a 
second blending of the 
two determines the 
speed of the throw. 
Although sounding 
simplistic, in practice 
the system works very 
well, and would-be 
Babe Ruths can be fur¬ 
ther deterred with the 
addition of 'aftertouch' 
to swing the throw. 


t'sfair 

: / to say that 

| baseball does- 

n't hold the same 
appeal for the Brits as our 
Yank-side cousins. In the 
States, Baseball is the nation 
al equivalent of soccer in 
terms of fanaticism, and only 
the NFL can rival it in terms 
of popularity. As such, the 
US market is inundated 
with countless 
Major League- 
endorsed titles, 
with secondary 
endorsements 
from the big 
hitter stars, 
including Ken 
Giffey and 
Frank Thomas. 
Names that mean 
virtually nothing 
here, but still 
punctuate soft¬ 
ware shops across 
the land. 

VR Baseball '97 is 
Interplay's entry to 
the field, and it 
plans to take on 
Acclaim's Frank 
Thomas licence. In 
terms of presenta¬ 
tion, baseball fans 
should be more 
than content with 
the Interplay effort. VR 
features all the new players, 
team stats and stadium 
designs, and it is even claimed 


Release : July 


that special physics 
algorithms have been 
used to ensure the 
behaves realistical- 
in flight. And to take 
the steps towards real¬ 
ism even further. 
Interplay has opted for 
huge polygonal, 
motion-captured 


The player is 

GIVEN FULL 
CONTROL OVER 
PITCHING AND 
BATTING. 

While the 

FACIA BUT¬ 
TONS ARE 
USED TO 
DETERMINE 
THE VARIOUS 
THROWS AND 
SWINGS, USE 

of the Dpad 

ALLOWS FOR 
MINUTE VARIA¬ 
TION IN TECH¬ 
NIQUE. 

-j 


Company: Interplay 
Price 

Players : 1—2 
Genre : Sports 


THE MOTION- 
CAPTURED 
SPRITES MOVE 
CONVINCINGLY, 
AND OUT¬ 
PERFORM THE 
2D SPRITES OF 

Acclaim's Big 
Hurt licence. 


Opinion There's no doubting VR Baseball '97 is a fine con¬ 
version of the sport. It is easy to pick up, and batting and pitching, 
while offering different control options, are still a doddle to get to 
grips with. However, as with other baseball games, if you don't have a 
healthy interest in the sport this is unlikely to convert you. The repetitive 
nature of the real thing is also a limitation (unlike, say, a soccer game, 
where the action varies due to the moves available), and while Interplay 
can claim to have created the best baseball game for the PlayStation, the 
subject matter is still far from perfect video game material. SM 


players over the small sprites 
of the Acclaim game. 

It has to be said that, graphi¬ 
cally, VR Baseball is a winner. 
The players are large and 
incredibly well animated, with 
the batters filling one entire 
side of the screen, and the 
fielders turning and throwing 
smoothly - the attention to 
detail even includes the pitch¬ 
ers warming up! The other 
advantage of Interplay's deci¬ 
sion to use polygonal players 
and play area are that the fully 
3D play area allows for more 
dynamic camera views. As play 
continues, the action pans out 
to offer the best view of the 
field, and immediately cuts to 
the bases as the ball is thrown. 
Similarly, as the ball is hit by 
the batsman, the camera 
giddily follows its path. 

VR Baseball '97 is a more 
than adequate realisation of 


the sport, and Interplay has 
worked hard to cram in as 
many of the sport's intrica¬ 
cies as possible. As such, the 
player has full control over 
the pitching styles using 
combinations of the facia 
buttons, while batting also 
offers a handful of styles and 
tactics. That said, these are 
small additions which, while 
well implemented and never 
stalling the action, are frills 
lost to the majority of UK 
gamers. A fine implementa¬ 
tion of the sport, but not 
likely to convert anyone with 
a casual interest in it. 

satadr 

Graphics ; 79 
Animation : 82 
Sound FX; 76 

. Music:, SB 

LastabilityzJI 
Playability : 73 
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Opinion Trash-lt's basic idea is very appealing, but the two-player 
modes are rather dull, with the Arcade and Battle modes opting for chas¬ 
es across the player area. The Quest mode is better, with plenty of things 
to hit, tight time limits and intricate level design. But the action isn't 
immediate enough, and what could have been an addictive and immedi¬ 
ate game is let down by the occasional sluggish control over the Jack 
sprite and very slow loading times. A nice idea, but lacking polish. SM 


Graphics; 71. 
Animation: 58 
Sound FX: 64 
Music.: 63 
Lastability :SA 
Playability: 61 


reach a bell which acts as the 
level exit. The Quest mode, 
however, opens up a wealth 
of destructive opportunities, 
with the ever more intricate 
level design calling upon 
Jack's capabilities within 
strict time limits. 

The basic aim of each level 
is to knock down the build¬ 
ings which punctuate the 
scrolling play area. To this 
end. Jack is equipped with a 
huge mallet, and pressing the 
circle button swings it into 


The key to 
Trash-Itis 

THE DESTRUC¬ 
TION OF KEY 
SUPPORTING 
BRICKS. IF THE 
ONE WEAK 
SPOT IN THE 
WALL IS 
DESTROYED, 
THE REST 
INVARIABLY 
CRUMBLES TO 
THE GROUND. 


(Above) The 

BACKDROPS 
GET MORE 
COMPLEX AS 
THE CAME PRO¬ 
GRESSES-AS 
DO THE CHAIN 
REACTION 
POSSIBILITIES. 


Release : June 
Company : GT Interactive 
Price : £44.95 
Players: 1 -4 
Genre : Puzzle 


action, reducing the buildings 
to rubble in a couple of hits. 
Following this. Jack duly pro¬ 
duces a Hoover to suck up the 
mess he creates - and earn 
extra points in the process. In 
addition to the blocks, 
household items including 
cookers, TVs and the like also 
await destruction, and it is 
within these that the afore¬ 
mentioned Timmies lurk. 
Whenever these large items 
are reduced to their compo¬ 
nent parts, the Timmies are 
freed and run across the 
screen. At this point. Jack 
uses his Hoover to collect the 
Timmies to act as currency for 
more powerful hammers, 
although he can also 
double their value by 
hitting them with his 
mallet first! They 
obviously have bizarre 
ideas regarding animal con¬ 
servation on Timmy World. 


1 

ingerTrini 
Lopez once 
sang 'If I had a 
hammer. I'd ham¬ 
mer in the morning. I'd ham¬ 
mer in the evening.' Now GT 
is offering 
PlayStation own¬ 
ers the chance to 
outdo Trini, as 
Warner's much- 
delayed mixture 
of puzzle and plat¬ 
form genres is 
released. Trash-It 
stars hard-hat 
labourer Jack 
Hammer who lives 
on Timmy World. 
The indigenous 
species of Timmy 
World are the 
Timmies, small 
hammer-shaped 
critters who live - 
like Jack - to 
knock things 
down. However, 
the Timmies are 
now being kid¬ 
napped for nefari¬ 
ous purposes by 
the evil Doctor 
Moonbeam, so in 
addition to knock¬ 
ing down the 
assorted buildings 
found in each 
stage, the player 
is also charged 
with retrieving as 
many Timmies as 
possible. 

Trash-lt offers 
three game modes, from the 
solo Quest through to the 
Battle and Arcade modes, 
which allow four players to 
hammer it out between 
them. The latter pair are 
races against an opponent, 
with the players trying to 


CHAIN REACTIONS 
The buildings Jack 
reduces to rubble grow 
steadily more complex 
as the game progresses. 
Initially, they resemble 
piles of blocks with the 
odd electrical device 
lodged on top, but as 
the game progresses 
stately-looking 
dwellings require Jack's 
attention, while races of 
strange monsters also 
appear to make our 
hero's task harder. 
Collapsing these towers, 
however, requires an 
element of forethought, 
as destroying certain 
bricks can create chain 
reactions which save 
valuable time. Certain 
sections of buildings act 
as lynch pins, and if 
removed bring entire 
sections tumbling down 
- crushing Jack in the 
process if he isn't 
moved! Thankfully, for 
all his portly stature. 
Jack is surprisingly ath¬ 
letic, boasting somer¬ 
sault and running skills 
to get him out of the 
way of his handy work. 
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VIDEO GAME CENTRE 

WE STOCK:- PLAYSTATION, SATURN, 300,32X, JAGUAR, SNES, 
MEGADRIVE, S. FAMICOM, GAMEBOY, LYNX, GAMEGEAR, NEO GEO (CD), NINTENDO 64. 

PLAYSTATION UK PLAYSTATION IMPORTS N6d IMPORT 


Porsche Challenge 

£34.99 

Micro Machines V3 

£44.99 

Vandal Hearts 

£39.99 

I.S.S Pro • 

£44.99 

Exhumed» 

£39.99 

Hexen t 

£29.99 

Jonah Lomu Rugby 

£39.99 

V-Rdlly * 

£39.99 

Rebel Assault 2 

£39.99 

Rage Racer 

£39.99 

Zfero Divide 

£14.99 

Warhawk 

£19.99 

Supersonic Racers 

£19.99 

Re-Loaded 

£24.99 

True Pinball 

£9.99 

Soul Blade 

CALL 


Vandal Hearts (USA) £59.99 

Wild Arms (USA) £59.99 

City of Lost Children £59.99 

Buster Brothers (USA) £49.99 

Parrapa the Rappa (JAP) £74.99 
Castlevania X (JAP) £69.99 

Tobal No. 2 (JAP) £69.99 

Air Combat 2 (JAP) £69.99 

Time Crisis (JAP) Call 

Independence Day (USA) £39.99 
The Crow (USA) £39.99 

Tekken (USA) £49.99 

Bushido Blade (JAP) £69.99 

Alien Trilogy (USA) £9.99 

Analog Joypad £39.95 


+ 100s MORE IN STOCK 


Human FI GP (JAP) £69.99 

Doom 64 (USA) £69.99 

Blast Dozer (JAP) £59.99 

Wargods (USA) £69.99 

Doraemon (JAP) £69.99 

Blastcorps (USA) £79.99 

Mariokart + Pad (USA) £89.99 
Turok (USA) £69.99 

Starfox + Joltpad £89.99 

Cruisin USA £49.99 

N.B.A Hangtime (USA) £49.99 
VIRTUAL BOY 

System & Tennis £49.99 

Warioland £29.99 

ALL OTHER GAMES £19.99 


+ WE HAVE LOADS MORE GAMES IN STOCK 
1ST CLASS POST - FREE! 888 WIMBORNE ROAD, BOURNEMOUTH BH9 2DR 


33TEL/FAX-01202 527314 
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. u IB o sooner has 
^|V Soul Blade 

been released 
than it's time to 
issue another Namco Classic 
Game alert. Rage Racer is the 
third console entry in 
Namco's Ridge Racer series, 
bravely taking a new spin on 
an old genre. 

This time it's racing for 
cash, with winnings used to 
buy better, badder, faster 
cars in a bid to tear up four 
tracks which are so fiendish 
they could have been 
designed by the devil himself. 

As well as revamping one 
of its most successful 
licences, Namco has man¬ 
aged to include some truly 
gobsmacking graphics. These 
make the game look so good 
that a few crashes are caused 
by spending more time 
checking out the scenery 
than keeping an eye on the 
road (the huge waterfall 
being a prime culprit). Three 
of the tracks make good use 
of the new eye candy by tak¬ 
ing the cars through a mini 
world tour. From the hilly 
streets of San Francisco 


Release : Out Now 
Company : SCEE 
Price : £39.99 
Players : 1 
Genre : Racing 



i-1 

i Op ini. O I) Wow. If Namco continues to better its own high standards 
! like this then in a few years every PlayStation owner is going to have a 
j permanent smile on their face. By turning up the graphics and playability j 

j to staggering levels and adding an extra sense of depth to the proceed- j 

i ings, they've managed to do to driving games what Soul Blade did to 
i fighting ones. With some great tunes to top it all off. Rage Racer proves 


j that no matter what everyone else does - Namco does it better. DB 

i_i 


through a Mediterranean 
seaside town and past some 
Greek ruins, the trio of tour¬ 
ing tracks look as good -and 
often better- than the cars 
racing round them. The major 
new innovation though is the 
fourth track. The Extreme 
Oval, which is purely about 
speed and offers a welcome 
alternative to the more wind¬ 
ing tracks. 

Gamers fearing a PAL con¬ 
version nightmare can rest 
easy knowing that the speed 
has stayed at its don't-blink- 
or-you'll-crash velocity. 
Borders are there, but like 
Soul Blade , you're only going 
to be affected by them if 
you've played an import ver¬ 
sion. What matters though is 
that the gameplay is still as 
good as it ever was, because 
this is seat-of-the-pants dri¬ 
ving excitement at its very 
best, with a touch of strategy 
thrown in as the player 
decides which car to go for 
next. A racing masterpiece, 
this is unreservedly recom¬ 
mended at the highest level. 


Such is the 

DEPTH OF 

Race Racer 

THAT THE CARS 
CAN BE TAI¬ 
LORED TO SUIT 
THE INDIVID¬ 
UAL'S TASTES. 
A LOCO CAN BE 
CHOSEN FROM 
A PREGENER¬ 
ATED SELEC¬ 
TION, THE 
PAINT JOB CAN 
BE CHOSEN, 
AND THE TEAM 
NAME EMBLA¬ 
ZONED ON THE 
WINDSCREEN 
SUN VISOR. AS 
YOU CAN SEE, 
THE FINISHED 

Danmobileis 

A BEAUTIFUL 
SIGHT. 




. Graphics 95 

Animation: 90 
Sound] FX:BS[ 

. Music: .90 

Lastability : 92 
Playability: 95 
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To sibscribe to PlayStation Pios 
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payment to: 

PlayStation Plus Subscriptions, Lathkill Street, 
Market Harborough, Leicester LE87 4PA. 
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much more quickly by calling our 

SUBSCRIPTION HOT: 00 1858 435350. 
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International money order 
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GAMESTEH N12 □ 


Annual Subscription Rates 
UK 12 months E35.40 

Air Europe E4B.40 

World Airmail E75.40 

Please tick this box if you would prefer not to receive information on other oners □ 
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PSX Jeypad ir Gamester joypad when yen 
snhscribe to Britaio’s Best-selling 
Independeet Guide li Ike Seny PlayStation. 
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Confused about which games to pick from the 
huge selection on offer? Well worry no longer, 
because thanks to our comprehensive and fully-updated 
Review Index, you’ll be able to tell whether a game’s the dog’s 
bollocks or the dog’s dinner without having to wade through 
piles of back issues. Choose carefully, and enjoy. 
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ACJIIA GOLF 

ACTUA SOCCER 

ACTUA SOCCER: CLUB EDITION 

AO/OAS POWER SOCCER 

ADIDAS SOCCER INT’‘37 

AGUE WARRIOR 

AIR COMBAT 
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AllEN TRILOGY 

AIM IN THE DARK 

ANDRETTI RACING 

AQUANAUTS HOLIDAY 

AREA 51 
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ATARI COLLECTION 
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BATMAN FOREVER 

BEDLAM 

BIG HURT BASEBALL 
BLACK DAWN 
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IIGHTGUN 


30 GLASSES 


IIGHTGUN 


COMMENT 

Poor sequel to Extreme Games which offers few improvements. 

Smart 3D graphics but uninterestinc and awkward cameplay. 

Cyber golf at its most realistic. The best golf came on the PlayStation. 
Slick 3D graphics are ecupsed by flawed cameplay. Nice, but dated. 

The same Actua Soccer with the premier teams. Too little too late. 
Another football came which favours cool graphics over cameplay. 
Decidedly average follow up to Adidas Power Soccer. 

Challenging BUT NEAT ARCADE-STYLE AIRCRAFT-BASED SHOOT 'EM UP 
Tedious, lacking depth and variety even in two-player mode. 

Enjoyable if somewhat overwhelming resource management sim. 

An excellent Doom clone which captures all the scares of the films 
Interesting puzzles fail to make up for the game's dated presentation. 

A lightweight alternative to the fantastic Formula 1. 

Environmentally friendly underwater adventure that is frankly dull. 

A BLAND SHOOT 'EM UP BASED ON A BLAND ARCADE CAME. 

A NICE IDEA WHICH IS TOO SIMPLE AND EASY FOR ITS OWN GOOD. 

Retro-gaming compilation with dubious appeal. 

Substandard racing action from Philips. Avoid at all costs. 

Visually superb but lacking any real meaty substance. 

Original but badly executed naval warfare came. 

Beat 'em up boredom in the extreme. Even if you're a batfan, beware. 

A MOUSE PROVES INVALUABLE FOR THIS FRANTIC TACTICAL BLASTER. 

A PRETTY GOOD ADAPTATION OF A FAR FROM THRILLING SPORT. 

The equally good sequel to the explosive Acile Warrior. 

Anyone for a came of futuristic tag? I thought not. 

Initially confusing but ultimately gripping 3D blaster. 

Good Humoured if sometimes laborious graphic adventure. 

A PLEASANT ENOUGH TENNIS CAME, ALTHOUGH THE MOVES AREN'T INTUITIVE 

Superb point and click adventure, with a stronc story and atmosphere. 
The PlayStation equivalent of Daytona USA. Good cameplay and looks. 
One of the best retro collections to date, offerinc two games in one. 
One of the cutest, most incredibly addictive puzzle games of all time. 
Build robots, then turn them loose to fight in this strategy came. 
Aimed at the younger player, nice graphics but very average. 

The awful main sprite hides some great platform action. 

Touch chess sim, but only for those with nobody to play. 

Graphically brilliant but incredibly annoying adventure came. 

Conquer the world in this fast-paced strategy came. A classic. 

3D VERSION OF THE CLASSIC KONAMI SHOOT EM UP. SOLID BLASTING ACTION. 

You CAN'T play two players, but this is brilliant snowboarding fun. 
Frustrating it might be, but this is one of the best platformers around. 
Great graphics, but this 3D Beat 'em up still loses out to Tekken. 

Dire fighting game based on the movie which should be left well alone. 
Top-notch shooting and exploring action in this lone commando came. 
Possibly the worst light gun came ever. Stay away! 

A DULL ARCADE SHOOTING GAME WHICH SHOWS EVEN NAMCO MAKE MISTAKES. 

A SPACE ACE RACING CAME ON WIRES. NOTA WIPEOUT BEATER. 
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name 

cyoeria 

a 

DARK FORMS 
BARKSTAIKERS 
OAVIS COP TENNIS 
BEfCOR 5 
UESCERT 
DESCENT 2 
OESTRUCTIOR DERBY 
DESTRUCTION DERBY 2 
DIE HARO TBIIOGY 
OISCWORLO 
DOOM 

EARTHWORM JIM 2 
EPIDEMIC 

ESPR EXTREME GAMES 
EXCAUBBR 2SS5AD 
EXHUMED 
EXTREME PIRBAll 
FADE TO BLACK 
FIFA ‘SB 
FIFA ‘37 
EIRAl DOOM 

FIRESTORM: THDRDERHAWK 2 
TIRO AND XIAWD 
FLOATING RDRRER 
FORMOIA 1 
GAIAXIAR3 
SEX 

GOA! STORM 
GRIB RUN 
GORSHIP 
HARDCORE 4X4 
HEBEREKE POPOITTO 
HEXER 
HI-OCTARE 
IROEPEHOERCEDAY 
IMPACT RACING 
IN THE HURT 

INTERNATIONAL TRACK 8 FIELD 

ISS DELUXE 

ISSPRO 

IRON AND BIOOD 
IRON MAR 
JET RIDER 

JOHNNY BAIOOKATORE 
JONAH 10MU RUGBY 
JUMPING FLASH 
JUMPING FLASH 2 
XI 

KRAIY IVAN 
LITTLE BIG ADVENTURE 
LEGACY OF RAIN 
LOADED 

LOMAX IN LEMMIHGLAND 
LONE SOLDIER 
LOST VIKINGS 2 
MAOOEN NFL ‘37 
MAGIC CARPET 
MECHWARRIOR 2 
MICKEY’S WILO ADVENTURE 
MICRO MACHINES V3 


PRICE 

COMPANY 

333.93 

INTERPLAY 

£44.99 

ACCLAIM 

344.99 

VIRGIN 

344.99 

VIRGIN 

344.95 

TELSTAR 

349.99 

SCEE 

344.99 

INTERPLAY 

£44.99 

INTERPLAY 

349.99 

PSYGNOSIS 

344.95 

PSYGNOSIS 

344.99 

FOX INTERACTIVE 

£39.99 

SCEE 

344.99 

GT 

344.95 

VIRGIN 

334.95 

SCEE 

339.99 

SCEE 

344.99 

TELSTAR 

344.95 

RMG 

344.95 

EA 

344.99 

EA 

344.99 

EA 

344.99 

EA 

344.99 

GT 

344.99 

CORE 

344.95 

OMG 

344.99 

XING 

£44.99 

PSYGNOSIS 

349.99 

NAMCO 

344.99 

OMG 

339.99 

KONAMI 

344.95 

VIRGIN 

344.99 

MICROPROSE 

344.99 

GREMLIN 

£39.99 

SONSOFT 

344.95 

GT 

344.99 

OOLLFROG 

344.95 

FOX INTERACTIVE 

344.95 

JVC 

339.99 

TOO 

344.99 

KONAMI 

344.95 

KONAMI 

344.99 

KONAMI 

344.95 

ACCLAIM 

344.99 

ACCLAIM 

344.99 

SCEE 

339.99 

US GOLD 

344.99 

COOEMASTERS 

339.99 

SCEE 

344.99 

SCEE 

344.99 

THR 

339.99 

SCEE 

344.99 

EA 

344.99 

OMG 

339.99 

GREMLIN 

344.95 

PSYGNOSIS 

339.99 

TELSTAR 

344.99 

INTERPLAY 

344.99 

EA • 

344.99 

OOLLFROG 

344.99 

ACTIVISION 

339.99 

SCEE 

344.95 

COOEMASTERS 
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COMMENT 


NEGCON/WHEEl 

NEGCON/WHEEL 

GUN/WHEEL 


NEGCON/WHEEl 

HEGCON 


WHEEL 


Handful of shooting and puzzle games which fail to impress. 

Stunning but short. Great graphics but only an hour to complete. 
Engrossinc Star Wars Doom clone with dated graphics. 

Street Fighter meets Horror characters meets average gameplay. 

This manages to be one of the worst PlayStation titles to date. 

3D adventure involving more wandering than action. 

Doom in spaceships. Great idea, great game. 

Not many improvements on the original, but still a good shoot 'em up. 
Lencthy play reveals a shallow game, great with two players thouch. 

A HUGE IMPROVEMENT ON THE ORIGINAL, WITH FASTER CARS AND WIDER TRACKS. 

Three games for the price of one, and top movie action in all of them. 
Comedy adventure with some of the most annoying puzzles ever. 

The original 3D maze shoot 'em up. Still oozes playability. 

Conversion of a SNES classic that manaces to be a lesser copy. 

Sequel to Kileak the Blood fails to improve on a poor came. 

Oddball sports racing game with a touch of violence. Brilliant fun. 
Solid adventure game featuring plenty of combat and magic. 

One of the best and most challenging Doom-style cames around. 

Poor pinball title, with unrealistic ball movement. 

Absorbing 3D sequel to Flashback. Plenty to see, do and shoot. 

Footie came with little control over players and bad camera views. 
Not MUCH IMPROVEMENT over '96 SINCE IT plays so very slowly. 

Thirty new Doom levels to explore, but still the same came. 

The 3D graphics aren't perfect but this is still a great helicopter game. 
Interesting buddy cop game, let down by havinc no save game option. 
Playable 3D platformer with strange viewpoint and controls. 

The ultimate simulation drivinc game. 

Graphically impressive shoot 'em up, but lacking in player interaction. 

A PERFECT EXAMPLE OF A DULL PLATFORMER. 

Large sprites in this football came, which move too slowly by far. 
Tag' came which is only fun in multiplayer mode. 

Complex and playable helicopter sim, but not that realistic. 

Dull all-terrain racing came with too few tracks. 

TWO PLAYER PUZZLE GAME. FUN, BUT BUST-A-MOVE 2 IS BETTER. 

The graphics may be slow and blocky, but this Doom clone has depth. 
Tedious racing came lacking in substance. 

Dated shoot 'em up based loosely on the hit film. 

Unusual racing game which mixes Destruction Derby with Mad Max. 
2D submarine shoot 'em up with plenty of things to fire at. 

An addictive sports sim that excels in its multi-player mode. 

Straight conversion of the classic SNES footie came. 

The greatest football came on the PlayStation. Enough said. 

Average 3D beat 'em up with a fantasy theme. 

Shoddy drivel. A bad came and a waste of a great comics licence. 
Innovative racer is let down by poor graphics and gameplay. 

Rock 'n' roll platformer with poor gameplay. 

Brilliant rugby simulation, plagued by fiddly controls. 

Superb 3D platformer which sadly has too few levels. 

Perfect sequel to Jumping Flash , but still not enough levels. 
Substandard beat 'em up with reasonable graphics. 

A CLASSIC EXAMPLE OF GRAPHICS OVER PLAYABILTY IN THIS ROBOT CAME. 

Brilliant conversion of the PC adventure classic. 

Vampire action/adventure came offering a hugely enjoyable chauence 
Action packed blaster but lacking in variety. 

Lemmings inspired platformer which fails to impress. 

Commando in 3D but sadly it's all too slow. 

Average arcade came which offers little originality. 

Solid American Football simulation with great depth. 

Fast 3D sorcery shoot 'em up with many levels to explore. 

ClANT ROBOTS ABOUND IN THIS QUALITY 3D SHOOT 'EM UP. 

Average platform came which fails to set the pulse racinc. 

THE BEST MULTI-PLAYER CAME ON THE PLAYSTATION. A RACINC CLASSIC. 
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REVIEW INDEX 


SCORE 


I 


KAMI 

PRICE 

MONSTER TRUCKS 

E44.35 

MORTAL KOMBAT 3 

E43.33 

MORTAL KOMBAT TRILOGY 

044.30 

MOTOR TOON ERANOPHIK 2 

044.30 

MYST 

044.30 

NAMCO MUSEUM VOLUME 1 

033.33 

NAMOO MUSEUM VOLUME 2 

033.33 

NAMCO MUSEUM VOLUME 3 

033.33 

NANOTEK WARRIOR 

033.33 

NASCAR RACINE 

044.30 

NBA IN THE TONE 

044.33 

NBA IN THE ZONE 2 

044.30 

NBA JAM EXTREME 

044.30 

NBA JAM TOURNAMENT EDITION 

033.33 

NBA LIVE ‘SB 

044.33 

NBA LIVE 37 

044.30 

NEED FOR SPEED 

044.33 

NEED FOR SPEED 2 

044.30 

NFL EAMEDAY 

044.33 

NFL OUARTERBACK CLUB 

033.33 

NHL 37 

044.33 

NHL FACE OFF 

044.33 

NHL FACE OFF 37 

034.90 

NOVA STORM 

039.99 

OFF WORLD INTERCEPTOR 

039.99 

OLYMPIC EAMES 

044.90 

OLYMPIC SOCCER 

044.90 

0NSI0E 

044.99 

QVERBLOOO 

044.33 

PANDEMONIUM! 

044.90 

PAN2ER EENERAL 

044.99 

PERFECT WEAPON 

044.90 

PEA TOUR ‘SB 

044.99 

PEA TOUR‘37 

044.90 

PITBALL 

044.90 

PLAYER MANAEER 

044.90 

PO ‘ED 

044.99 

PORSCHE CRALIENEE 

034.90 

POWERPLAY HOCKEY‘SB 

044.90 

PRIMAL BASE 

044.99 

PRO PINBALL: THE WEB 

044.90 

PROJECT OVERKILL 

044.90 

PSYCHIC DETECTIVE 

044.99 

PSYCHIC FORCE 

044.90 

RAEINE SKIES 

044.99 

RAIDER PROJECT 

039.99 

RAPID RELOAD 

039.99 

DAYMAN 

034.99 

REBEL ASSAULT H 

044.99 

REL0A0E0 

044.90 

RESIDENT EVIL 

049.99 

RETURN FIRE 

044.90 

REVOLUTION X 

039.99 

RIOEE RACER 

039.99 
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PSYCHOSIS 

SCEE 

GT 

SCEE 

PSYCHOSIS 

NAMCO 

NAMCO 

HAMCO 

VIRGIH 

SIERRA 

KOHAMI 

KOHAMI 

ACCLAIM 

ACCLAIM 

EA 

EA 

EA 

EA 

SCEE 

ACCLAIM 

ACCLAIM 

SCEE 

SCEE 

SCEE 

SMC 

OS COLO 

OS COLO 

TELSTAR 

EA 

CMC 

MIHOSCAPE 

EA 

EA 

EA 

WARHER 

AHCO 

WARHER 

SCEE 

VIRGIH 

WARHER 

EMPIRE 

KOHAMI 

EA 

ACCLAIM 

SCEE 

OOIOCEAH 

SCEE 

001 SOFT 

LOCASARTS 

GREMLIH 

VIRGIH 

WARHER 

ACCLAIM 

HAMCO 
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HEGCOH/WHEEL 


HEGCON/WHEEL 


A GOOD IDEA BADLY IMPLEMENTED IN THIS OFF-ROAD RACER. 

MK FANS WILL LOVE THIS, BUT STREET FIGHTER STILL RULES THE 2 D SCENE. 

Virtually every MK character is here, so hardcore fans will be happy. 
Comic racing came beats the oricinal in every department. 

Point and click adventure with static screens. Not too exciting. 
Compilation of Namco's arcade hits, including PacMan. 

Not AS STRONG AS THE FIRST COLLECTION, UNLESS YOU LOVE XEVIOUS. 

Better than Volume 2 but svll more poor games than classics. 
Enjoyable shooting action is spoiled by a lack of levels. 

Poor Days of Thunder-style rip off. 

Rougher looking than Total NBA, but this has more pace and acility. 
The improved graphics make this sequel a great improvement. 
Basketball came with various outrageous comic features. 

Conversion of the coin-op with 2D characters going two-on-two. 

EA'S BASKETBALL CAME USES THE FlFA '96 GRAPHICS ENCINE AND IT SHOWS. 

Instinctive moves and passes make for a superb multiplayer game. 
Second-rate Ridge Racer with not much speed at all. 

Bad looking and worse playing sequel to Need For Speed. 

Average in every department, this is beaten by Madden in all respects. 
Blocky graphics hide a competent SPORTS SIM. 

Polygon-based sprites make this a good looking ice hockey sim. 

GREAT PLAYABILITY MAKES FOR A FRANTIC GAME OF ICE HOCKEY IN THIS SIM. 

Extra features can't save this from being a very average sequel. 

Dire shoot 'em up which should be left well alone. 

4x4s BOUNCE ACROSS THE MOON IN THIS DULL SPACE RACING CAME. 

A POOR COMPETITOR FOR INTERNATIONAL TRACK AND FIELD. 

Still one of the most playable football games on the PlayStation. 

The most incredibly bland football came to date. 

Frustrating Resident Evil style game with low action content. 
Shames other platformers with its craphics and instinctive gameplay. 
Full-blown strategy game which players will find hard work. 

A POOR man's beat 'em up/adventure excelling in neither genre. 

A DODGY PUTTING SYSTEM LETS DOWN THIS GOLF SIM. 

Great looking golf game, but still suffers due to its control system. 
Speedball-type game with run-of-the-mill looks and playability. 
Predictable results abound in this football management game. 

Doom clone which shows promise but never delivers. 

Lack of variety in tracks and vehicles lets this racing game down. 
Solid, fast-paced ice hockey sim. 

This 2D beat 'em up is far too awkward to play. 

Only one pinball table, but what a table. Handles uke the real thing. 
Hi-tech version of the old Bezerk coin-op with lots of blood. 
Surprising playable fmv interactive movie. 

Enjoyable 3D beat 'em up has mind powers but lacks depth. 

Very average flight came la cking in playability. 

Enjoyable but limited conversion of an old coin-op. 

Rather entertaining platform shoot 'em up. 

Repetitive platform came. 

Repition and low lastability let this Star Wars romp down. 
Marginally better than the original, which wasn't that good. 

This horror adventure is one of the most perfect games ever. 
Excellent two player fun in this military capture the flac came. 
Rockers Aerosmith star in this awful shoot 'em up. Avoid. 

Excellent racing came, sadly lacking in tracks. 
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£ 1 ] 
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ridge racer revolotion 

£49.99 

NAMCO 


1-2 

✓ 

✓ 



HEGCOK/WHEEL 

rise2resorection 

£44.99 

ACCLAIM 


1-2 

✓ 





RIOT 

£44.95 

PSYGNOSIS 


1-16 

✓ 



✓ 


ROAR RASH 

£44.99 

EA 


1-2 

✓ 





R0R0T0H-X 

£44.95 

GT 


1-2 

✓ 





sampras extreme tennis 

£44.95 

CODEMASTERS 


1-4 

✓ 



✓ 


sentient 

£44.95 

PSYGNOSIS 


1 

✓ 





SHELLSHOCK 

£44.99 

CORE DESIGN 


1 

✓ 





SHOCKWAVE 

£39.99 

EA 


1 

✓ 





SIM CITY 2000 

£44.99 

MAXIS 


1 

✓ 


✓ 



SKELETON WARRIORS 

£44.95 

VIRGIN 


1 

✓ 





SLAM V JAM W 

£44.95 

SMG 


1-2 

✓ 





SMASH COORT TENNIS 

£44.95 

NAMCO 


1-4 

✓ 



✓ 


SOCCER ‘97 

£44.95 

FIDOS 


1-4 

✓ 



✓ 


SOOL RLAOE 

£34.95 

SCEE 


1-2 

✓ 





SOVIET STRIKE 

£44.99 

EA 


1 

✓ 





SPACE HOIK 

£44.95 

EA 


1 

✓ 





SPACE JAM 

£44.95 

ACCLAIM 


1-2 

✓ 





SPEEDSTER 

£44.95 

PSYGNOSIS 


1-2 

✓ 





SPIDER 

£39.99 

SMG 


1 

✓ 





SPOT GOES TO HOLLYWOOD 

£34.95 

VIRGIN 


1 

✓ 





STAR GLADIATOR 

£44.95 

VIRGIN/CAPCOM 


1-2 

✓ 





STAREIGHTER 3000 

£44.95 

TELSTAR 


1 

✓ 





STARWINOER 

£44.95 

MINDSCAPE 


1 

✓ 





STEEL HARRINGER 

£44.95 

MINOSCAPE 


1 

✓ 





STREET FIGHTER ALPHA 

£44.99 

VIRGIN 


1-2 

✓ 





STREET FIGHTER ALPHA 2 

£44.95 

VIRGIN 


1-2 

✓ 





STREET FIGHTER THE MOVIE 

£39.99 

ACCLAIM 


1-2 

✓ 





STREET RACER 

£44.95 

ORISOET 


1-8 

✓ 



✓ 


STRIKEPOINT: THE HEX MISSIONS 

£44.95 

ELITE 


1-2 

✓ 





STRIKER ’OS 

£39.99 

WARNER 


1-4 

✓ 



✓ 


S0IK00EN 

£44.99 

KONAMI 


1 

✓ 





SOPER POIRE FIGHTER 2 

£39.95 

VIRGIN 


1-2 

✓ 





SOPERSONIC RACERS 

£44.95 

MINOSCAPE 


1-2 

✓ 





SWAGMAN 

£44.99 

EI00S 


1 

✓ 





TEKKEN 

£39.99 

NAMCO 


1-2 

✓ 





TEKKEN2 

£49.99 

NAMCO 


1-2 

✓ 





TEMPEST K3 

£34.99 

INTERPLAY 


1-2 

✓ 





TENKA 

£44.95 

PSYGNOSIS 


1 

✓ 





TEN PIN ALLEY 

£44.95 

EA 


1-6 

✓ 





THEME PARK 

£44.99 

ROLLEROG 


1 

✓ 





TIGER SHARK 

£44.99 

GT 


1 

✓ 





TIMECOMMANOO 

£44.99 

EA 


1 

✓ 





TORAl N0.1 

£44.99 

SCEE 


1-2 

✓ 





TOMS RAIDER 

£44.95 

CORE DESIGN 


1 

✓ 





TOP GON: FIRE AT WILL 

£44.95 

MICROPROSE 


1 

✓ 





TOTAL NRA‘90 

£44.99 

SCEE 


1-8 

✓ 



✓ 


TOTAL NRA ‘97 

£34.95 

SCEE 


1-8 

✓ 



✓ 


TOKYO HIGHWAY RATTLE 

£39.99 

THO 


1 

✓ 





TRANSPORT TYCOON 

£44.99 

OCEAN 


1 

✓ 


✓ 



TROEPINRALL 

£39.99 

OCEAN 


1 

✓ 





TONNEL 91 

£44.99 

OCEAN 


1 

✓ 





TWISTED METAL 

£39.99 

SCEE 


1-2 

✓ 





TWISTED METAL 2 

£44.95 

SCEE 


1-2 

✓ 






COMMENT 


An improvement on the original, NOW with a two-player unk up mode. 

A MEDIOCRE BEAT 'EM UP. 

SPEEDBALL-7YP£ CAME OFFERS LITTLE. 

Straightforward fighting and racing game. 

Simple minded fun in this update of an arcade classic. 

Ease of play makes this tennis game a joy to behold. 

Ambitious but overly complex adventure set on a space ship. 

Dull and repetitive tank came. 

Empty shoot 'em up with tiny sprites against bland backgrounds. 

Run your own city in this engrossing conversion of a PC classic. 

This looks uke a i6bit game, and plays even worse. 

Unplayable basketball came. 

Slow and unresponsive conversion of the i6bit classic. 

Olympic Soccer sequel suffers from an outdated game engine. 

Namco do it again with this classic weapons-based beat 'em up. 

3D CHOPPER SHOOT EM' UP WITH GREAT GRAPHICS AND CAMEPLAY. 

Not the fastest came around>, but this is a good action/stratecy mix. 
Uninspiring movie cash-in basketball came. 

Top-down racing came curiously lacking in speed. And playability. 
Innovative but ultimately average platformer. 

Too LITTLE TOO LATE FOR THIS PASSABLE PLATFORMER. GREAT MUSIC THOUGH. 
Capcom's FIRST 3D BEAT 'EM UP, AND IT'S NOT HALF BAD. 

NlCEENOUCH TO LOOK AT BUT ULTIMATELY A DULL SHOOT 'EM UP. 

Simplistic racing game where every level plays the same. 

Unspectacular graphics abound in this occasionally fun shoot 'em up. 
Update of the Street Fighter series which includes new super moves. 
Custom combos and counter moves beat it's predecessor hands down. 

A COMPLETE INSULT TO THE STREET FIGHTER NAME. 

A FAIR RACING CAME WITH PLENTY TO DO BUT NOT MUCH EXCITEMENT. 

Poor helicopter game. Go for Soviet Strike instead. 

One of the more simplistic football games. 

Solid RPC that isn't going to set the world aught but worth a look. 
Deviushly addictive puzzle came featuring Ryu, Ken and friends. 

Micro Machines-styl£ racer doesn't have enough pace to enthrall. 
Arcade adventure fun aplenty in this great looking 2D game. 

NAMCO'S FIRST 3D BEAT 'EM UP. SUPERB, BUT OVERSHADOWED BY ITS SEQUEL. 

Improves on the oricinal immeasurably. One of the best fighting games. 
An update of a great retro shooter. 

Polygon graphics can't save this average Doom -clone. 

This could have been good fun, but it ends up being a novelty title. 

One of the gentler 'sim' games available. 

An impossibly high difficulty level ruins this excellent shoot 'em up. 
Unusual but fun time-travel fighting game. 

A FAIR BEAT 'EM UP GREATLY IMPROVED BY THE ADDITION OF A QUEST MODE. 

Female Indiana Jones antics on the Sony. One of the best games ever. 
Repetitive movie spin-off fught sim. 

Superb basketball game with incredible attention to detail. 

Improved graphics and cameplay make this a worthy follow-up. 

Sub Race Racer game with average graphics. 

Build roads, railways, docks and airports in this great Cod Sim. 

Four tables it might have, but it still loses out to The Web's one. 
WipEout crosses with Doom in this high-speed shoot 'em up. 

Destroy the suburbs in this Mad Max-style car battle. 

An excellent sequel which is grander in scale and thrills. 
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REVIEW INDEX 
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P □ 

\ y 


NAME 

PRICE 

VAHDAl HEARTS 

E44.S5 

victory some 

E44.S5 

VIRTOAl COIF 

E44.S5 

VIRTUAl P001 

E44.BR 

V TENNIS 

E44.S5 

WARGOOS 

E44.35 

WARHAMMER 

E44.S3 

WARHAWK 

E33.99 

WCW VS THE WORLD 

E39.99 

WILLIAMS ARCADE CLASSICS 

£29.99 

WINS COMMANDER III 

£44.99 

WING COMMANDER IV 

£44.95 

WIPEOUT 

£49.99 

WIPEOUT 2007 

£44.95 

WORLD COP GOLF 

£39.99 

WORMS 

£39.99 

WWF IN YOUR HOUSE 

£44.95 

WWFWRESTLEMANIA 

£39.99 

K2 

£44.95 

K-COM: ENEMY UNKNOWN 

£44.99 

X-COM: TERROR FROM THE DEEP 

£44.99 

ZEITGEIST [JUPITER STRIKE! 

£39.99 

ZERO DIVIDE 

£44.99 


COMPANY 


KONAMI 

JVC 

CORY DESIGN 
INTERPLAY 
ACCLAIM 
CT 

MINOSCAPE 

SCEE 

END 

GT 

EA 

EA 

PSYGNOSIS 

PSYGNOSIS 

US GOLD 

OCEAN 

ACCLAIM 

ACCLAIM 

TEAM 17/OCEAN 

MICROPROSE 

MICROPROSE 

ACCLAIM 

OCEAN 


B) 

B 

m 


Q 

1 

✓ 




1-2 

✓ 




1-4 

✓ 




1-2 

✓ 




1-2 

✓ 




1-2 

✓ 




1 

✓ 




1 

✓ 




1-2 

✓ 




1-2 

✓ 




1 

✓ 




1 

✓ 




1-2 

✓ 

✓ 



1-2 

✓ 

✓ 



1-8 

✓ 




1-4 

✓ 




1-4 

✓ 



✓ 

1-4 

✓ 



✓ 

1-2 

✓ 




1 

✓ 


✓ 


1 

✓ 


✓ 


1 

✓ 




1-2 

✓ 






HEGCBH 

HEGCOH/WHEEL 


COMMENT 

Average graphics don't spoil this hugely playable and engrossing RPC. 
Deeper than most fighting games, this takes some getting into. 

A POOR cousin to Actua Golf. 

A GREAT POOL CAME OFFERING REALISTIC SIMULATION. 

Mediocre tennis sim that's hard to get into. 

Derivative 3D fichtinc came with mushy graphics and lousy gameplay. 
This absorbing wargame has depth, if not looks. 

Instantly playable flyinc came with great weapons. 

Brilliant wrestung came with 60 characters, including Hulk Hogan. 
Retro compilation with five good games out of six, including Defender. 
Superb movie sequences mix with poor gameplay in this space opera. 
Better FMV and worse gameplay than WC in let this came down badly. 
Ultra-fast stylish racing came. A must for speed freaks everywhere. 
Better in every respect, this improves the graphics and is even faster. 
Competent golf game with great craphics. 

Multi-player joy will be yours in this fabulous battle came. 
Below-average wrestung came which offers little and provides less. 
Entertaining fighting came with deadly special moves. 

Tedious shoot 'em up which is far too difficult. 

Strategy gaming at it's very best as you take on alien invaders. 

X-COM UNDERWATER, EVERYTHING ELSE IS THE SAME. 

Slow, clumsy 3D shooting game which lacks appeal. 

A SOUND ENOUGH FIGHTING CAME WHICH DOESN'T AMAZE. 


SCORE 

BB 

74 

57 
85 

75 
53 
BB 
B2 
BB 
BB 
BB 
5B 
81 
84 
BB 
82 
48 
83 

58 
88 
82 
43 
72 


92 


IMPORT GAMES 


■ 





DOUBLE DRAGON 

IMPORT 

TECMO 


1-2 

✓ 






This beaus little resemblance to the coin-op and is extremely dull. 

48 

DYNASTY WARS II 

IMPORT 

CAPCOM 


1-2 

✓ 






There's little thought required in this action-packed samurai came. 

BB 

ERECTOR 

IMPORT 

ARC 


1 

✓ 






Loaded -style came with even less playability. 

B2 

FIRE PRO WRESTLING 

IMPORT 

HUMAN 


1-2 

✓ 






The wrestlers look great, but the game is dull. 

S3 

GUNBIRO 

IMPORT 

ATLUS 


1-2 

✓ 






Initially a fun shoot 'em up which provides some short-lived laughs. 

74 

HEHEREKE P0P0ITT0 

IMPORT 

SUNSOFT 


1-2 

✓ 






Basic fun puzzler, but Bust A Move 2 is better. 

74 

HERMIE HOPPERHEAO 

IMPORT 

SONY 


1 

✓ 






Frustrating, repetitive and just a plain awful platform came. 

38 

HORNED OWL 

IMPORT 

SONY 


1-2 

✓ 




LIGHT GUN 


The first PlayStation ught cun game, and one of the most tedious. 

BB 

HYPER FINAL MATCH TENNIS 

IMPORT 

HUMAN 


1-4 

✓ 



✓ 



Bad animation and poor gameplay combine to make an awful came. 

B3 

HYPER FORMATION SOCCER 

IMPORT 

HUMAN 


1-2 

✓ 






Football came with overly complex controls and poor graphics. 

33 

MEGAMAN X3 

IMPORT 

CAPCOM 


1 

✓ 






Excellent PlayStation addition to the long runninc platform series. 

81 

METAL JACKET 

IMPORT 

SOLAN 


1 

✓ 






Customise your giant robots, then let them loose in this dull came. 

B5 

MORILESUITGONDAM 

IMPORT 

BANOAI 


1 

✓ 






Extremely dull robot-based shoot 'em up. Avoid. 

37 

MOTOR TOON GP 

IMPORT 

SONY 


1-2 

✓ 

✓ 





Cute racing game which lacks speed. The sequel is far superior. 

51 

NAMCO MUSEUM VOLUME 4 

IMPORT 

NAMCO 


1-2 

✓ 






Weakest of the 5 namco retro collections, only Pac Land stands out. 

B7 

NAMCO MUSEUM VOLUME 5 

IMPORT 

NAMCO 


1-2 

✓ 






Pac-mania, Metro Cross and Dragon Spirit pep up this retro collection. 

78 

PARAPPA THE RAPPER 

IMPORT 

SONY 


1 

✓ 






Very original and fun videogame version of 'Simon Says'. 

82 

POWER INSTINCT 2 

IMPORT 

ATLUS 


1-2 

✓ 






One of the worst fighting games ever, featuring kung-fu crannies! 

48 

RAGE RACER 

IMPORT 

SUNY 


1 







Latest classic incarnation of the Ridge Racer series. Buy it now! 

83 

REVERTHION 

IMPORT 

TECNO 


1 

✓ 






Bizarre 3D battle game. Graphically stunning, but far too easy. 

21 

STAHLFEOER 

IMPORT 

SINTOS 


1 

✓ 






A BASIC, YET ENJOYABLE SHOOT 'EM UP. 

77 

STREET FIGHTER II [INI MOVIEJ 

IMPORT 

CAPCOM 


1 

✓ 






Unplayable attempt to make a Street Fighter "interactive movie". 

54 

SUPER BIG BROTHER 

IMPORT 

NCS 


1 

✓ 






Shoot 'em up starring underpant-wearing hero. Totally surreal. 

53 

SUPER PUZZLE FIGHTER 2 

IMPORT 

CAPCOM 


1-2 

✓ 






Intensely addictive puzzle game starring Ryu, Ken and their chums. 

82 

T0SHINDEN3 

IMPORT 

TAKARA 


1-2 

✓ 






Derivative fighting game that can't stand up to Namco's games. 

78 

TOSHINOEN KIDS 

IMPORT 

TAKARA 


1-2 

✓ 






POLISHED BUT SIMPUSTIC VERSION OF TOSHINOEN AIMED AT YOUNGER GAMERS. 

BB 

TWIN BEE 

IMPORT 

KONAMI 


1-2 

✓ 






TWO SHOOTING STYLES DOESN'T MAKE THIS DATED CAME ANY BETTER. 

55 

TWO-TEN KAKU 

IMPORT 

CLUBOEP 


1-2 

✓ 






Run of the mill vertical shoot 'em up which offers nothing new. 

7B 

XEVI0US3B/G+ 

IMPORT 

NAMCO 


1-2 

✓ 






XEVIOUS GETS A DULL 3D MAKEOVER IN THIS RETRO COMPILATION. 

BB 










































































W«wtee}. 


& 0 4 sW (“Wes' 


I’ve seen prettier mugshots on Crimev/atch. 

__ 3 We've all got them. Mates, teachers, mums and dad 

° looking like complete drongos. Dig ’em out, and send them to us. 

We’ll EXPOSE the most desperate cases during 
Tho Chart Show, over, Saturday . add™... 

Send all pheMea along altb bath yoaaa epppgSR SOMEONE'S BEAD, 
plus a Tizer rlagpull or bottle top, t ° 

P PRFFPOST SL 966 , SLOUGH , SL 1 oBT . 

the Nation. 

Yo(*Y 

















MORE ITEMS OF MERCHANDISE CURRENTLY 
AVAILABLE THAT WE BELIEVE WILL BE OF INTEREST TO 

PLAYSTATION GAMERS EVERYWHERE. 


Star Trek 
Avenger, 
read BY 
William shat - 
ner, is like 

HAVING A 
WHOLE NEW 

Star Trek 

MOVIE IN YOUR 
EARS, AND A 
GOOD ONE AT 
THAT. ON THE 
VIDEO FRONT 
THE NEW 

Outer Limits 

MAY NOT BE AS 
GREAT AS THE 
OLD UNS, BUT 
THEY'RE STILL 
GOOD STORIES 
THAT ARE WELL 
MADEAND 
WELL ACTED. 

But this 

MONTH'S MUST 
HAVE IS THE 
FOUR STORIES 
THAT GO TO 
MAKE UP The 
Dark Secrets 
of The 
Simpsons ... 

BREATHTAKING 
STUFF THAT 
MUST BE SEEN- 
NO EXCUSES. 





STAR TREK: AVENCER 


author also gives everyone else 
a good crack of the whip. This 
audio version is abridged from 
the actual novel but you don't 
really care as by having Shatner 
voice it all, frankly it's like 
having a whole new Star Trek 
movie in your ears. I've never 
held much with the slagging 
that Shatner gets either as an 
actor by his so-called fellow 
professionals (yes, Jimmy 
Doohan, we're looking at you) 
or the press as a 
bad performer 
(he's not, he's 
actually rather 
good, and one of 
the few Sixties 
TV folk to have 
genuine screen 
charisma). So I 
went into this 
audio treat with a 
reasonably open 
nind and came 
away pleasantly surprised. 
Okay, there are moments when 
you think it's all got a bit too 
clever, with too many loose 
ends from other adventures 
trying to be tied up, and Kirk's 
discovery of a replace¬ 
ment crew (no doubt 
to spearhead another 
trilogy) is a bit "oh 
what a coincidence' 
but who cares. 

Shatner is Star Trek 
for most of us, and 
he deserves a bit 
of harmless self- 
indulgence now 
and again. 


DOCTOR WHO 


Price: £7.99 

Released by: BBC Audio 
Rating 


Read by the eighth Doctor 
himself, Paul McGann, this is an 
audio adaptation of the novel- 
isation of the 
television movie 
of last year 
(phew!). And it's 
frankly not up to 
much. Whether 
it's the fault of the 
story, the abridge¬ 
ment or the con¬ 
cept, spread as it is 
over more than two 
and a half hours, 
makes for very little 
interesting listening. His deliv¬ 


ery is just so bad it's hard to 
believe this is one of the famed 
McGann brothers who, we are 
led to believe, are to acting 
what the Gallaghers are to 
music. Maybe McGann didn't 
read the story first but he 
performs it like he gets to the 
end of a (literal) line of text, 
breathes and reads the next 
line down, regardless of 
whether or not it was a continu¬ 
ation of the previous one. 
Unnatural stops, mis-empha- 
sised words and some rather 
dodgy bassiness (not to men¬ 
tion the worst version of the 
Who theme tune ever) make 
this a decidedly unattractive 
package. Nice cover though. 


DOCTOR WHO: 
THTtICHT DOCTORS 


Price: £7.99 

Released by: Simon & Schuster 
Rating :★★★★ 


Having nicked the Doctor Who 
publishing licence back from 
Virgin after 25 
years, you'd 
expect BBC 
Books to launch 
its new series of 
books with 
something 
rather special as 
a magnificent 
celebration of 
Doctor Who. On 
paper, bringing 
together the 
eight Doctors 
sounds just the 
ticket. Add to that Terrance 
Dicks, whose involvement with 
both the show's tenth anniver¬ 
sary story (The Three Doctors) 
and its twentieth anniversary 
story (The Five Doctors - see 
the trend?), and this should 
have been a jewel. Instead it is 
a very dark, crumbling lump of 
coal that leaves as many bits of 
dust on your hand as bad taste 
in the mouth. Basically, the 
author dismisses the whole 
Paul McGann TV movie in two 
sentences as rubbish and then 
tells a story that is so bad in 
comparison that the aforemen¬ 
tioned McGann opus ought to 
have won an Oscar. The Doctor 
loses his memory, meets a 
schoolgirl who goes to school in 


Amazing isn't it - even William 
Shatner would not let sleeping 
Kirks lie. No doubt still might¬ 
ily pissed off at his death a cou¬ 
ple of movies back, Shatner has 
reinvented, resur¬ 
rected and re¬ 
engineered the 
old space dog so 
that he now has 
his own run of 
successful nov¬ 
els. Yet, in 
Avenger, 

Shatner pulls 
off this outra¬ 
geous implau- 
sibility with 
charm, aplomb 
a great deal of clever wheeling 
and dealing. This is the third in 
his trilogy (a fourth is 
promised) and to mark this, 
they've been issued as audio 
books, read by the great man 
himself. All "Captain — Kirk — 
Picked - Him - Self - Up - 
Offthefloor". Nevertheless, it 
is a surprisingly entertaining 
book and, once you've got past 
the sheer ridiculousness of Kirk 
still being alive (via Romulan/ 
Borg technology, according to 
a previous story) we get imme¬ 
diately involved with events on 
the planet Vulcan (apparently 
Spock's daddy's death was not 
all that it seemed a couple of 
years (and a few dozen Next 
Gen episodes) ago. Oh no, 
some virus is going around, 
striking "at the very heart of 
the Federation" (TM and © clich¬ 
es inc) for which Kirk and Spock 
must join forces to combat, 
while Picard and co hover in the 
background, 
wondering just 
how Kirk keeps 
on living. 

Undoubtedly it 
is Shatner's 
drive that 
pushes the 
story forward 
and of 


course pre¬ 
sents a far 
more heroic Kirk 
than other writers (and the TV 
show and movies) did, but the 


Price -.£4.99 

Released By: BBC Books 
Rating ;★ 


South East London - exactly 
where the very first story took 
place in 1963 - and then pilots 
his TARDIS back through time 
to meet up with his former 
selves to get his memories 
back, bit by bit. Of course. I'd 
have gone straight to the last 
not first and got 'em back in 
one swoop, but then you 
wouldn't have much a story. 

But it would still have been 
better than this. Technically, 
it's written in short, snappy 
sentences a three-year-old 
would have no difficulty get¬ 
ting their head around and, for 
a Doctor Who fan, it must seem 
like heresy. Dead characters 
are conveniently brought back 
to life, one Doctor is willing to 
murder another just to escape 
from a prison (isn't this rather 
against the grain of the whole 
point of the Doctor?) and old 
enemies are plopped down 
willy-nilly just to get slaugh¬ 
tered in a couple of 'action' 
scenes. If this book was written 
in anything more than ten min¬ 
utes, it really doesn't show. A 
terrible shame because it's 
wrapped in a nicely designed 
cover and really ought to have 
been magnificent. But isn't. 

mm _ 

THE OUTER LIMITS 
Price: £10.99 

Released by: Warner Video 
Rating :★★★ 

While these 'new' Outer Limits 
aren't in the same class as their 
illustrious black and white pre¬ 
decessors, they still manage to 
throw up the occasional cork¬ 
ing episode. This, the ninth 
volume in the ongoing series, 
showcases two episodes. T 
Hear You Calling' stars Ally 
Sheedy as a reporter who over¬ 
hears a conversation regarding 
the murder of a controversial 
author on a crossed line on her 
mobile phone. Ignoring the 
advice of her bosses and the 
police to steer well clear, 
Sheedy goes in search of the 
scoop and stumbles across the 
villain of the piece, who isn't 
what he seems - and who 
seems to be behind a series of 
missing person complaints. An 
enjoyable enough episode, and 
Sheedy is believable enough as 
























1,2&3 


Price: £12.99 

Released by: WarnerVideo 
Rating ;★★★★★ 

It's difficult to put your finger 
on why Friends has taken off so 
well in Britain. In America it's 
quite easy to see — they repre¬ 
sent young, carefree yuppies 
who live fantasy-style lives, 
never short of anything 
(despite lack of work etc). Just 
the sort of sitcom that always 
goes down well Stateside. But 
over here, we tend to prefer 
our comedy more realistic, 
more honest. Hence the success 
of Men Behaving Badly or One 
Foot in the Grave. No, not 
everybody lives like that, but 
the potential is there. We can 
believe people do. There is no 
way on Earth we can believe in 
the frothiness and lightness of 
Friends, but the six characters 
have taken the UK by storm 
and, on the eve of Channel 4 
showing the third series, 
Warner has belatedly begun 
issuing the first series on tape. 
Twelve episodes spread over 
three tapes is pretty good value 
for money and 
although not all of 
these episodes rep¬ 
resent the very 
best the show 
offers, they are 
still funnier than 
anything else to 
have hit the UK 
in recent years 
(although 
Cheers, Frasier 
and Seinfield 
all come close). 

The main rea¬ 
son Friends 




Long overdue for release on 
sell-thru tapes again after the 
abortive initial glut three years 
back, springboarding off with 
The X-Files parody can only be 
a good thing for this tape. 
Homer sees an alien, no one 
believes him, and two mysteri¬ 
ous FBI agents (voiced by 
Mulder and Scully themselves, 
Gillian Anderson and David 
Duchovny)descend on 
Springfield to interview Papa 
Simpson. Complete 
with wonderful sci-fi 
in-jokes (the ID 
parade is of special 
note) and a guest 
shot by Leonard 
Nimoy, The 
Springfield Files is 
a good, fun show. 

Next up is Homer 
the Great, a rip- 
off of The Last 
Emperor in which 
Patrick Stewart 
guests as the 
leader of a secret 
society who try to exclude 
Homer until they realise he is 
the one chosen by divinity to 
lead them. Lead them ultimate¬ 
ly into disrepute. Watch out for 
Grandpa's list of 
clubs he's a mem¬ 
ber of and wallow 
n seeing Burns 
:ake his place as a 
owly member of 
ociety in this 
xcellent episode, 
he third show in 
he collection, Lisa 
he Iconoclast, sees 
lart's sister expos- 
ng the truth 
ehind local hero 
ebidiah 

pringfield, much to 


V-THE SERIES 

Price: £9.99 

Released By: Warner Video 
Rating: ★★ 

After a brilliant start, the 
episodic story of man's fight 
against reptilian invaders is 
starting to tire. The mini-series 
which kicked off the invasion 
was notable for a huge cast 
which allowed 
the writers to 
the inva¬ 
sion look truly 
global. The 
novelty of 
ouse-eating 
aliens who saw 
he humans as an 
essential part of 
the food chain 
Iso added to the 
. With the 
move to shorter 
episodes, how¬ 
ever, (presumably 
to cater for the small attention 
span of some American audi¬ 
ences), the war is reduced to a 
series of petty battles, and 
thus the extent of the alien 
menace is reduced to 'villain of 
the week' status. In the latest 
two episodes, 'The Overlord' 
revolves around Donovan and 
co's attempts to free a mining 
community from their reptilian 
slave masters. In the meantime, 
the traitorous leader of LA, 
Nathan Bates, accuses 
Donovan's scientist girlfriend 
Julie of treason. Ho hum, 
another day in the V office. 
'Reflections in Terror' is the 
worst of the terrible two on 
this tape. The Visitors' leader, 
Diana, creates a clone of the 


the consternation of local 
historian Donald Sutherland, 
while the final disruption to 
Springfield life is Home 
Badman, in which 
Homer and Marge 
visit the local 
confectionery con¬ 
vention where they 
steal the Gummi 
Venus di Milo and 
Homer is accused 
of sexual harass¬ 
ment. How do 
these connect up? 

And just why 
does Dennis 
Franz get to play 
Homer in a TV 
movie of his life? 


rebels' sweetness and light 
goody-goody Elizabeth. Thus, 
what follows are loads of 
dreadful situations and misun¬ 
derstandings as 
‘he girl who 
truggles to play 
he wet Elizabeth 
ompletely fails 
is the bad alter 
go. In the mean- 
me, the thin 
ngoing plotline 
nking the 
episodes stum¬ 
bles along with 
Nathan Bates 
testing Julie's 
loyalty. Sigh. By 
V: The Series 


The highlight of the episode 
though is an Oprah-style chat 
show hosted by Gentle Ben the 
bear! Classic, excellent stuff, 
and try to read all the fabricat¬ 
ed stories 'exposed' on televi¬ 
sion at the end. The greatest 
show on TV at the mo. 


is a sad parody of its former 
glory, and only completists will 
be hooked into the minor skir¬ 
mishes which are supposed to 
imply man's fight with the alien 
menace. Come back 
Independence Day, all is 
forgiven. Nearly. 


PROBE —THE EHOSTS OF 

minimum 


Price: £12.99 

Released By: Reeltime Video 
Rating: ★★★★ 


A Doctor Who spin-off, featur¬ 
ing Liz Shaw (she was one of 
Jon Pertwee's assistants) as the 
leader of a group ready to 
expose weird cults, sinister 
scientists etc. A sort of British 
X Files but done on the (very) 
cheap. This is actually one of 
the best, with some genuine 
atmosphere, good acting, and 
Peter Davison guesting as a 
very demonic school master. 
This a sequel to a story called 
The Devil of Winterbourne in 
which a major charac¬ 
ter died. To bring her 
back, she is resurrect¬ 
ed as her sister —the 
sort of ploy used to 
bring back good 
actors that even 
Dallas gave up on 
ten years ago. 

What this chiller 
offers is a story 
that has a lot of 
atmosphere, and 
although there 
are a couple of 
needlessly gratu¬ 


itous gore scenes (a case of 
"look what we can do" rather 
than "look what the story 
needs to do") and some rather 
spurious sexual references, the 
actual story is clever and 
engrossing. In the absence of 
any real Who on our TV 
screens, these various fan- 
inspired but professionally pro¬ 
duced videos are always going 
to help satisfy the cravings. 


the hack whose 
story seems to defy 
all belief. The sec¬ 
ond episode, 'A 
Stitch in Time' 
stars Amanda 
Plummer playing 
a scientist who 
is believed to 
have killed 17 
men. The FBI 
has traced the 
gun used in the 
murders as hers, but it tran¬ 
spires that she was only five 
when the first murder took 
place — and that the gun wasn't 
made then. Could time travel 
be involved? This is one of the 
strongest Outer Limits tapes 
for a while, with the starring 
cast performing well, and the 
stories enjoyable fare with the 
obligatory twists in the tails. 
The TV series is going from 
strength to strength, so this 
could be a series to watch. 


seems to do so 
well is the sheer 
poetry of the 
characters, all of 
whom like each 
other, work well 
as an ensemble 
and very quickly 
demonstrate their 
own quirks and 
paths. Only Joey, 
the wannabe 
actor, seems a lit¬ 
tle vacuous at first - it takes 
right through until the third 
tape before he begins to shine 
out in any of the episodes. 
Excellent stuff overall though, 
and Warner will hopefully keep 
them coming. 

THE BM StCRtTS BF THE 
SIMPSBHS 

Price : £12.99 
Released by: Fox Video 
Rating:* ★★★★ 
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Our 

RECENT 
REPORT ON 

MPsand 

THEIR VIEWS 
ON GAMES HAS 
ONCE AGAIN 
RAISED THE 
ISSUE OF 
CENSORSHIP 


camrimmim 

Excellent article on MPs' 
views of video games. 

I read it several times, 
and the attitude of 
most of them seemed 
to boil down to 'I think th 
are probably really, really 
bad for children. Of course, 
there's no evidence to 
prove this, but I'm not 
going to change my 
mind/ What utter 
arrogance! 

For the record, 
am a 32-year-old 
computer pro¬ 
grammer with a 
wife and young son. I 
don't actually want to be 
protected from video games, 
thank you very much. I read 
some figures in a magazine 
that said market research 
showed the age of the aver¬ 
age PlayStation owner was 
24. Unless they have radically 
redefined the word 'children' 
it would seem the aver¬ 
age PlayStation 
owner doesn't 
need much in 
the way of 
'protecting'. 

Both the 
media and the 
video game 
ndustry have to 
accept that there are 
growing number of 
gamers who used to play 
video games in their youth, 
and still play them now. I've 
loved video games since I 
first saw Pong on Crackerjack 
on TV in the early 70s, and I'll 
still be playing them in 50 
years' time. I'm an adult by 
any standard you want to 
name, and I strongly resent 
being talked down to or 
patronised. You wouldn't 
believe how much I hate 
having bits chopped out of 
something I'm going to buy, 
just because someone, some¬ 
where has decided they don't 
think it would be very good 
for me. F*** that, I'm an adult. 
I'm paying for the damn 
thing. Why not let me decide 
for myself? 

In high street video stores, 
you can legally buy films 
which contain graphic images 
far more explicit than any¬ 
thing in any video game ever 
created. Splatter classics Bad 


Taste and Brain 
Dead, (both by 
New Zealand genius 
Peter Jackson), readily spring 
to mind, although there are 
many others, such as the 
Belgian film Man Bites Dog, 
and most of Quentin 
Tarantino's output. With this 
in mind, there would be seem 
to be no need to censor video 
games, none of which so far 
come close to even such 
classic films as Dawn of the 
Dead, which is still pretty 
tame by today's standards. 

Every time we accept 
censorship, they'll try to take 
something else away next 
time. Don't let them get 
away with it! 

Derek Richardson, 
Musselburgh 

PS: You described Schoolyard 
Slaughter as a first-person 
shoot 'em up. It's not. It's 
virtually a copy of Duck Hunt 
for the NES, with a static 
screen across which small 
blocky graphics moved at 
high speed, which you shot 
with the mouse. It invariably 
crashed after a couple of 
minutes, and anybody with 
enough programming experi¬ 
ence to pass Computing 'O' 
Level could probably create 
something a hundred times 
better in BASIC one after¬ 
noon. I await the Yaroze 
version with interest... 

Censorship is a tricky beast at 
the best of times , and our cur¬ 
rent laws are too flimsy to be 
taken seriously. After all, many 
low budget films are often held 


up for minor 
cuts before 
certification, 
yet the likes 
of Steven 

Spielberg and his multi - 
million dollar budgets can get 
something like Jurassic Park 
passed for kids' viewing! If 
films are rated for their content 
(preferably without Simon 
Bates telling us why), then 
games should use the same 
standard. And if a game like 
Resident Evil is gory, then it 
should be rated 18. And only 
sold to people of that age or 
above. Then, if parents don't 
want their kids playing 'gory' 
games, they should step in or 
monitor the games for content. 
Censorship laws are a mockery 
if they are not upheld. What is 
the point of rating a game as a 
15 if the content is still cut to a 
level you could see in a PC 
movie? Also, with Sony stating 
that the average PlayStation 
owner is in his 20s, surely the 
need for cutting is less impor¬ 
tant than on, say, the Super 
NES, which is used by younger 
players? 

IRVECRAFT PRESHITS... 

What's the likelihood (if any) 
of Lobotomy, the creators of 
Exhumed, turning their hands 
to the Cthulu myths? In the 
meantime, have Cholosium 
ever considered transferring 
their long-running Cthulu 
RPG to a computer or video 
game format? Fantasy fiction 
(apart from the blatantly 
lucrative Discworld) is being 
sadly overlooked in favour of ; 
execrable movie tie-ins - and 


I love movies as much as any¬ 
body else. Do they pander to 
a quarantined audience or to 
the illiterate? Some of us 
do read books (and 
game 

instruction 
manuals)! 

Lastly, I'm 
curious as to 
why creators of video 
game seem to be reluctant 
and elusive interviewees. 
Are they just reticent 
or fiercely protective? 
I'm sure we'd all like to 
discover the inspirations 
behind such high quality 
games as Tomb Raider. 
Perhaps Core would consider 
'The Making of Tomb Raider', 
a level by level, large format 
paperback? If bought by 
many a Tomb Raider fan, that 
would be a lot of books sold. 
Movies do it all the time. 
Leslie Skingle, West 
Kensington 


Hmmm. Let's face it, while 
books would indeed be a good 
source of material for video 
games, they aren't as immedi¬ 
ate as a film or video. Video 
games have to be certain their 
games are going to sell, and if 
money is spent on a licence you 
can bet the deal will include 
publicity for the game by the 
film company (ie. 'Try the 
Mission: Impossible game from 
Ocean'tag lines. I hardly think 
'if you enjoyed this latest 
Biggies adventure, now play 
Nobbysoft's game'has the 
same power.) As for develop¬ 
ers, they're not really a shy 
bunch, just eternally busy 
trying to meet deadlines to get 
games out on time... 

FRRCRNE CONCIUSION? 

I would like to contribute to 
the ongoing discussion about 
this N64 versus PlayStation 
lark, about the N64 being 
superior, etc. 

I am writing because I have 
















owned a PlayStation since 
Christmas 1995, and so had 
one of my friends. He recent¬ 
ly sold his after building up 
an impressive collection of 
games. His reason was that 
the N64 is a far superior 
machine, and the PlayStation 
will just die away because it 
can't cope with such 'superi¬ 
or technology'. Rubbish. 
Firstly, I admit the N64 is a 
better machine in terms of 
producing higher quality 
graphics. But the cost of the 
machine is off-putting 
because of: 

1. The drop in price of the 
PlayStation. 

2. The release date of the 
N64, which wasn't at a time 
where the money for one 
would be readily available - 
Christmas, for example. 

Not only that, but you can 
easily purchase four classic 
PlayStation titles for the 
same price as one N64 game. 

I know which deal would 
attract parents more. 
Additionally, the back cata¬ 
logue of PlayStation games is 
of the highest quality, with 
titles such as Tomb Raider , 
Resident Evil’, Micro Machines 
V3, FI and numerous more 
adding to the temptation to 
buy a PlayStation. Also, top 
quality older games such as 
Doom, Fade to Black , Alien 
Trilogy and International Track 
and Field are being sold by 
some mail order companies 
for under £30.The 
PlayStation has plenty of 
games to choose from across 
a wide variety of genres, so I 
really don't see the point in 
changing consoles as it will 
take the N64 about the same 
time to establish itself as it 
did the PlayStation. So why 
wait a year and a half when 
there are plenty of 
PlayStation games about at 
affordable prices? 

It is also worth remember¬ 
ing that the N64 will have its 
fair share of poor games. 
Every machine does. Just 
because all the new games 
will have top quality graphics 
doesn't mean they are any 
good in terms of gameplay. 
PlayStation Plus has taught 
me that graphics can't hide 
what isn't there. 

I'm not saying that the N64 
is a crap console. On the 
contrary, it is a very good 
machine. I just don't see the 
point of PlayStation owners 
selling up simply because 
they want to buy the latest 
thing. Maybe, in a year's 
time, I might buy an N64 if 
the quality of the games is 
good enough. But I'd never 


sell my PlayStation to fund it. 
Not with the likes of MDK 
(which I love) on the way. 

They are both brilliant con¬ 
soles, but only one has quali¬ 
ty games out at the moment. 
Brett, Fife 

Blimeyj your mate has really 
riled you, hasn't he! You're 
preaching to the converted 
here. We feel that there is room 
for both machines, and that all 
competition is healthy. For 
every Mario Kart 64 there is an 
FI for the PlayStation, yet 
Sony also has the huge advan¬ 
tage of companies preferring to 
use CDs over expensive 
cartridges. We still envy N64 
owners their version of 
International Superstar Soccer, 
though... 

mrmm 

I'm starting to wish I hadn't 
bought my PlayStation. Don't 
get me wrong, it's a fine 
machine, but already it is 
starting to fall into the same 
rut that my old C64 and 


While it 

MIGHT SEEM 
THAT SOFT¬ 
WARE HOUSES 
ARE SIMPLY 
REHASHING 
OLD GAMES BY 
RELEASING 
LOADS OF 
SEQUELS, THE 
LIKES OF 

Overboard! 
(top) and 

PSYBADEK 
(BOTTOM) 
OFFER ORIGI¬ 
NALITY AND 
INNOVATION 




Megadrive did. When I first 
bought my C64 I was a real 
gaming nutter, and bought 
loads and loads of games. I 
enjoyed the likes of Summer 
Games 2, Super Sprint, 
Impossible Mission and Pitstop 
II. The C64 had a diverse 
range of games, but after a 
while the craze for licences 
took over, and originality was 
dropped in favour of film 
plots and dull rehashes of the 
same ideas. So I bought a 
Megadrive. It kick-started my 
interest again, and I enjoyed 
Shinobi, Alien 3, Sonic 2 and 
Road Rash. Then, all over 


again, one particular trend 
kicked in and games became 
samey. In this case it was 
beat 'em ups. Mortal Kombat, 
Street Fighter, Primal Rage 
and even a game called Shaq- 
Fu. If, like me, you weren't a 
fan of beat 'em ups, you 
were stuffed - especially 
since the only other sort of 
game coming out for the 
Megadrives were copies of 
Alien 3 (.Judge Dredd and Page 
Master for example). 

I gave up on games for a 
few years, but Sony's cool 
ads persuaded me buy a 
PlayStation. And I have built 
up a large but select collec¬ 
tion of games. I own Actua 
Soccer, Tekken 2, WipEout 
2097 and Destruction Derby 2, 
but now my enthusiasm is 
waning as I can see the 
PlayStation falling into the 
same rut as my other 
machines. The PlayStation is 
barely two years old but we 
are already seeing old ideas 
simply being rehashed. I saw 
FI '97 and Tobal2 in your 
news section — are we strug¬ 
gling for ideas that much! 
Then I see things like Ball 
Blazer coming back, and yet 
another Namco 'Racer'. I feel 
that all the innovation the 
PlayStation was famed for 
has now gone, and we are 
left with dull sequels which 
just fix faults of the original 
games. Please try and 
convince me I am wrong, 
because over the years I have 
wasted a hell of a lot of 
money trying to keep my 
interest in video games alive. 
Sean Welsh, Taunton 

Don't give up on it completely, 
just be more selective! If 
you don't want a 
sequel to FI, 
v don't buy it. 
There is 
plenty of 
varied 

software on the 
horizon, from the innova¬ 
tive-looking Psybadek to the 
action-packed Time Crisis. 

^ Final Fantasy VII is probably 
the most original game ever 
10 seen, and Psygnosis' 
Overboard! seems to be well 
worth a look. It may look like 
all the high profile games are 
rehashes of old ideas, but 
that's what the majority of 
people want - just look at the 
top-selling games of last year, 
all are being followed up due 
to public demand. For every 
sequel, however, there is a 
wealth of new releases, so 
don't consign your PlayStation 
to the same dark room as your 
past machines just yet. 


FaQ 



THE MOST EHEQUENTIV 
ASKED QUESTIONS Of THE 
MONTH ARE. ONCE AO AIN, 
MET Mil STRAIGHT 
ANSWERS. 

I can't wait to get my 

Q hands on a copy of 
Time Crisis and need 
to ask a few questions 
about it. Will Sony be 
making the game joypad- 
compatible, and if so will 
you still be able to use 
the light gun? I am also 
about to buy a Konami 
Hyperblaster and would 
like to know whether it 
can be used with games 
such as Die Hard Trilogy 
and Doom. 

Time Crisis is pack- 
KV aged with Namco 1 s 
Mi specially-developed 
light gun, which plugs into 
both the joypad and RF 
ports. As such, there are no 
plans to make the game 
joypad-compatible, and 
with the gun appearing in 
more homes as part of the 
package, more gun games 
are bound to emerge. As 
for the Konami gun, yes it 
works with Die Hard (and 
very well, too — certainly 
better than all its rivals), 
but it won't work with 
Doom. All games compati¬ 
ble with guns are marked 
as such on the boxes. 

I was really pleased 

Q to see Sony's 

Platinum range come 
out, as I missed out on 
loads of games when I 
first got my PlayStation. 
Can you tell me which 
other titles are due for 
release at this £20 mark? 

EA has just launched a 
HI load of its back cata- 
UU logue under an 
EA/Platinum label, and the 
titles include FIFA '96 and 
Fade to Black. On the Sony 
side, the next titles have 
yet to be confirmed, but 
Rayman and Actua Soccer 
are tipped to make their 
budget debuts. As the 
label grows, it seems likely 
software houses will 
reissue their older games 
under their own Platinum 
labels. It also seems a fair 
bet that any titles released 
at the PlayStation's launch 
will be reissued within the 
next few months. £20 
Worms, anyone? 
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Time Crisis _ 

After months of promises, 

THE NTSC VERSION OF NAMCO'S 
SUPERB SHOOT 'EM UP IS FINALLY 
RELEASED AT THE END OF JUNE. 

PlayStation Plus goes under 

COVER WITH THE PLAYSTATION'S 
ANSWER TO VlRTUA COP, PROVID¬ 
ING ALL THE INFORMATION AND 
BACKDROP DETAIL ANY ARMED 
AND DANGEROUS TIME CRISIS FAN 
COULD NEED. COULD THIS BE THE 
ULTIMATE LIGHT GUN GAME? 


Colony Wars _ 

J PSYCNOSIS LOOKS SET TO BLOW 

THE LIKES OF WlNG COMMANDER 
IV AWAY, AS ITS FIRST ATTEMPT 
AT A SPACE COMBAT TITLE IS 

unveiled. Featuring beautiful 

LIGHT-SOURCED GRAPHICS AND 
LEVELS OF DETAIL PREVIOUSLY 
UNSEEN IN THE GENRE , COLONY 

Wars is already looking 

INCREDIBLE. WE STRAP OUR¬ 
SELVES IN FOR THE RIDE OF OUR 
LIVES AND GO WHERE NO MAN 
HAS GONE BEFORE TO REVEAL THE 
DEEPEST SECRETS IN THE GAME'S 
DEEP SPACE COMBAT ZONES. 


CastleYam _ 

An old favourite of 8 and 
i Gbit veterans the world 
over. CastleVania finally 

REACHES THE PLAYSTATION, WITH 

Konami going to town to 

MAKE THE MOST OF THE SONY 
MACHINE'S INCREDIBLE 
GRAPHICAL PROWESS. WITH THE 
DEFINITIVE REVIEW IN THE NEXT 
ISSUE , WE WILL OFFER THE DEFINI¬ 
TIVE GUIDE AS TO WHETHER 

CastleVania's new 32BIT lick 

OF PAINT TO AN OLD FAVOURITE 
HAS BEEN WORTH THE WAIT. 
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The August issue of PlayStation Plus is on sale 24th July 


PlayStation Pius is selling out fast, so reserve a copy of the ultimate guide to the PlayStation by 
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A-Train 

£38.95 

Actua Golf 

£39.95 

All Terrain Racing 

£39.95 

Beyond The Beyond 

£39.95 

Blazing Dragons 

£34.95 

Bubble Bobble Trilogy 

£32.95 

Braindead 13 

£34.95 

Breakpoint 

£39.95 

Broken Sword 

f £38.95 

Cheesy 


Chronicles Of The Sword 

£39.95 

Command and Conquer 

£39.95 

Complete Onside Soccer 

£38.95 

Crash Bandicoot 

£39.95 

Crusader - No Remorse 

£39.95 

Destruction Derby 2 

£39.95 

Die Hard Trilogy 

£39.95 

Dark Stalkers 

£38.95 

Deadly Skies 

£38.95 

Earthworm Jim 2 

£38.95 

ESPN Extreme Games 

£39.95 

Exhumed 

£38.95 

FIFA ‘97 

£39.95 

Firo & Klawd 

£37.95 

Formula 1 

£39.95 

G-Police 

£39.95 

Incredible Hulk Pantheon Saga 

£38.95 

Int. Superstar Soccer Deluxe 

£39.95 

Jumping Flash 2 

£38.95 

Legacy Of Kain 

£38.95 

Lomax in Lemming Land 

Madden NFL ‘97 

£38.95 

£39.95 

Mechwarrior 2 

£39.95 

Micro Machines 3 

£38.95 

Monster Trucks 

£39.95 

Mortal Kombat Trilogy 

£38.95 

Myst 

£39.95 

Namco Museum Piece Vol 1 

£39.95 

Namco Museum Piece Vol 2 

£39.95 

Namco Museum Piece Vol 3 

£38.95 

Namco Soccer Prime Goal 

£38.95 

Namco Tennis Smash Court 

£38.95 

NBA ‘97 

£39.95 

Pandemonium 

£34.95 

PGA Tour ‘97 

£38.95 

Porsche Challenge 

£39.95 

Powermove Pro Wrestling 

£39.95 

Project Overkill 

£38.95 

Resident Evil 

£36.95 


Ridge Racer Revolution 

£38.95 

Riot 

£39.95 

Samurai Showdown 

£39.95 

Sentinent 

£39.95 

Silverload 

£38.95 

Sim City 2000 

£39.95 

Soul Blade 

£39.95 

Soviet Strike 

£39.95 

Starfighter 3000 

£38.95 

Star Gladiatbrs 

£37.95 

Street £?ghter Alpha 2 

£38.95 

Street Racer 

£38.95 

Suikoden 

£38.95 

Supersonic Racers 

£39.95 

Syndicate Wars 

£39.95 

Tekken 2 

£39.95 

Tomb Raider 

£38.95 

Top Gun: Fire At Will 

£38.95 

Toshinden 2 

£39.95 

Total NBA ‘97 

£39.95 

Transport Tycoon 

£38.95 

Tunnel B1 

£38.95 

Twisted Metal World Tour 

£37.95 

Victory Boxing 

£37.95 

Viper 

£37.95 

Warhammer - Shadow Of The 

Horned Rat 

£37.95 

Williams Arcade Classics 

£30.95 

Wipeout 2097 

£39.95 

X-Com Terror From The Deep 

£38.95 

X-Men Children Of The Atom 

£38.95 

HARDWARE 

Playstation Console 

£194.95 

Playstation Controller 

£24.95 

Scart to RGB Lead 

£18.95 

Negcon Control Pad 

£39.95 

Performer Steering Wheel 

£49.95 

Phono to Scart Lead 

£9.95 

ASCII Joypad 

£28.95 

ASCII Joystick 

£48.95 

Memory Card 

£19.95 

Mouse 

£23.95 

Courier Bag 

£13.95 

Link Cable 

£18.95 

Multi Tap 

£30.95 

Euro AV Cable 

£32.95 


UNIT 15, MITCHELL POINT, 
ENSIGN WAY, HAMBLE, 

HANTS, S031 4RF 

Our Sales staff are ready to take your order Monday-Friday 
9.00am-6pm: 

Saturday 10.00am-4.00pm. 

Please have the product name, advert reference 

code PM9701, credit card number and 

expiry date, billing address for your credit card and delivery 

address ready. This will help us to 

process your order quickly. Order by credit card, cheque or 

Postal Order. Free delivery in the UK. £5.00 Europe. £8.00 Rest 

of the World. 


ALL 

PRICES INCLUDE VAT 



CD Direct will attempt to 
match or beat any advertised 
price on ail software 
featured in this magazine 


SECURE ON-LINE ORDERING 
AVAILABLE AT 

http://www.cddirect.co.uk 

INTERNATIONAL SALES (6 LINES) 

TEL: (44) 01703 455115 
FAX: (44) 01703 453231 

Email: sales@cddirect.co.uk. 

PRICES CORRECT ON DAY OF PUBLICATION BUT ARE 
SUBJECT TO CHANGE PLEASE FREEPHONE BEFORE 
ORDERING TO CONFIRM PRICE AND AVAILABILITY E.&O.E 
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